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OCP is sending in Rehab Officers to clear the 
Streets of Old Detroit, making way for the 
construction of Delta City. When ROBOCOP 
sees helpless families forced out of their homes 
as the bulldozers move in, he joins the 
resistance movement to battle the Rehabs! 


Armed with a new multi-weapon arm 
attachment containing a large-bore cannon and 
a smart bomb, plus a gyropack for airborne 
assault capability, ROBOCOP faces a batallion 
of ED-209's, tanks, heavy artillery and a new 
adversary, OTOMO. The odds seem 
impossible, but remember—you're ROBOCOP! 


PICTURES CORPORATION 


Official 


Seal of Quality 


SYSTEm* 
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Robocop™ 3 TM & © 1992 Orion Pictures 
Corporation. All Rights Reserved. TM designates a 
Trademark of Orion Pictures Corporation. Game 
program © 1992 Ocean Software Limited. Ocean is a 
registered trademark of Ocean Software Limited. 


Ocean of America, Inc. 
1855 O'Toole Ave. 
Suite D-102 

san Jose, CA 95131 


. 





“Packed full of 
exciting game play, 
impressive graphics and 
intense soccer action, this 
great cart is sure to be 
~ a winner! "—meca pLay 

















Adjustable difficulty levels and match 
lengths 


Complete directional control allows for 
perfectly-placed free kicks, goal kicks, 
corner kicks, throw-ins and penalty kicks. 


Fast, smooth, multi-directional scrolling. 
Ability to save your game after each round. 
Single or two player simultaneous action. 












™ 






For more information, pricing and orders, 
please call 800-VRG-INQ7. Visa, Mastercard, 
American Express and checks accepted. 

Licensed by Sega Enterprises Ltd. for play on the SEGA™ 
GENESIS™ SYSTEM. SEGA and GENESIS are trademarks of 

Sega Enterprises Ltd. World Trophy Soccer ts a trademark of Virain 
Games, Inc. © 1992 Virgin Games. All nghts reserved. Virgin ts a 
registered trademark of Virgin Enterprises, Ltd 

















Super Double Dragon (Super Nintendo) 
Super Double Dragon Tips and Tactics (Super Nintendo) 
. Smash TV (Super Nintendo) 

_ Smash TV Tips and Tactics (Super Nintendo) 





_ Metroid Tips and Tactics (Game Boy) 


_GameBusters: The Legend of Zelda: A Link to the Past 


Letter from the GamePros 


§.W.A.T. (Secret Weapons and Tactics) 
Awesome tips and tactics from GamePros everywhere. 


Index 
Street Fighter li Champion Edition Strategy Guide 


Ask the Pros 
Answers to your gaming questions. 


Darkwing Duck (Nintendo) 

Darkwing Duck Tips and Tactics (Nintendo) 
Nightshade (Nintendo) 

Nightshade Tips and Tactics (Nintendo) 
Kid Chameleon (Genesis) 

Kid Chameleon Tips and Tactics (Genesis) 
Splatterhouse 2 (Genesis) 

Splatterhouse 2 Tips and Tactics (Genesis) 








The Addams Family (TurboGrafx-CD) 
impossamole (TurboGrafx-16) 

Impossamole Tips and Tactics (TurboGratx-16) 
Metroid (Game Boy) 


Crystal Warrior (Game Gear) 
Toki (Lye x) 


| Nintendo | The Lee Boys arg | 
__ (Super ) | backing | 
i _ GameBusters: The Addams Family (TurboGrafx-cb) Page 38, 
1 GameBusters: Splatterhouse 2 (Genesis) Se } 
} | © 1992 GamePro Publishing, inc. The GAMEPRO® name and logo are | 
: P, roChallenge Board trademarks of GamePro Publishing, Inc. | 
: Compan € your scores with the Pros. — Nintendo and Game Boy are F agistered Trademarks of Nintendo of 





America, Inc. Sega and Genes s are Registered Trademarks of Sega of 
America, Inc. Atari and Lynx a e Registered Trademarks of Atari Corp. 
TurboGrafx-16 is a Registered Trademark of NEC. 
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By The GamePros 


GAMEPRO TV's returning for a second slam-bang season with more of the greatest 
game playing tips, tactics, and passwords! 

This time around, we connected with the USA Network’s Sci-Fi Channel, which 
showcases your favorite science fiction movies and series 24-hours a day! Starting 
September 24th, cast your eyeballs on Lost in Space, War of the Worlds, Buck 
Rogers, Star Trek, Star Wars, and tons of other sci-fi classics. GAMEPRO TV’s joining 
that lineup to bring you the hottest Secret Weapons and Tactics, Game Buster end- 
ings, and new game previews. 

If you like to gobble up your gaming strategies in frame-by-frame slow mo, you'll 
wanna get your remote-controlled clutches on GamePro’s game busting video tape! 
Appearing at Blockbuster Video outlets nationwide this October, the tape will feature 30 
minutes packed with the greatest secrets for your Super Nintendo and Genesis systems. 

Yes, Street Fighter fanatics, we hear you clamoring for more beat-’em-up cover- 
age. To set the record straight on Guile’s Flash Kicks and Chun Li’s deadliest com- 
bos, we’re compiling the ultimate guide to Street Fighter Il. GamePro’s Street Fighter 
ll strategy book will hit the streets in October with behind-the-battle info on the SNES 
version and the Champion Edition. 

Whew, on top of all these cool projects, we’re still filling S.W.A.T.PRO magazine 
with page after page of mind-blowing tips and tactics. Street Fighter Il’s at the top of 
the charts, but Super Double Dragon’s a top-ranked contender for the SNES belt. We 
take Billy and Jimmy Lee through a rousing six-page battle against the Shadow War- 
riors. Kid Chameleon’s got several personalities, and you'll see “em all in the Genesis 
ProTip spectacular. Turbo tappers need think only one word: Impossamole. NES 
players soar with Darkwing Duck and Nightshade. Handheld enthusiasts aren’t for- 
gotten, we cruise through Metroid 2 for the Game Boy, Crystal Warrior for the Game 
Gear, and Toki for the Lynx. Around here, games are busted daily, but we cast our 
GameBusters spotlight on The Legend of Zelda: A Link to the Past, Splatterhouse 2, 
and The Addams Family for the Turbo-CD. 

The latest 16-bit and CD-ROM technologies are heating things up for gamers 
everywhere. On the airwaves and in print, we’re trying to satisfy your craving for more, 
more, more tips and tactics to help you show your carts who’s boss. Are we ahead of 
the game? We sure hope so! 


GamePro’s Game Rating System 


GamePro's Game Rating System Challenge 


SOO 


il aa 


Graphics: Judges the overall artistic neta of sprites, animation, and background scenery. Sound: 
Critiques music and sound effects. Control: Rates how smoothly the control pad commands and 
the game’s interface turn you on to the on-screen action and fun. FunFactor: Are you gonna have a 
good time? Challenge: This is the average skill level necessary to play the game. When you can 
pick skill levels, we label Challenge “Adjustable.” GamePro’s Game Rating System: 5.0=Outstand- 
ing! 4.0=Great job! 3.0=Good job! 2.0=0.K. but could be better. 1.0=Wake me up when it’s over! 





i) S.W.A.T.PRO © November 1992 
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CHIPS & BITS 


SEGA HARDWARE 
GENESIS Systm $125 
GENESIS No Cart $99 
GENESIS CD Plyr$289 
AC Adapter $ 9 
Arcade Power Stck $39 
Control Pad $19 
Explorer Joystick* $19 
Game Genie $54 
Genistick $19 
Happ Control Pad $19 
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Mega Fire Control $22 


Menacer $59 
Power Clutch $34 
Power Pad* $14 


Triton Control Pad $26 
Wireless Control #1$34 
Wireless Control #2$22 

SEGA ADVENTURE 
Alien Storm $34 
Alien vs Predator $39 
Aliens 3 $43 
Alisia Dragoon $43 
Ariel Little Mermaid$36 
Bart Space Mutants$43 
Batman $42 
Batman: Jokers Rtn$43 


Batman Returns $49 
Bio Hazard Battle $44 
Cadash $44 
Captain America $46 
Chester Cheetah $55 
Chuck Rock $49 
Crackdown $42 
Crossfire* $29 
Decapattack $22 
El Viento $49 
Ernest Evans $49 
Ex Mutants $49 
Fantasia $42 
Fatal Rewind* $27 
Flintstones $44 
Gadget Twins $56 


Global Gladiators $49 
GODS $44 
Golden Axe 2 $39 
Green Dog $39 
Home Alone $39 
Hook $49 
Indiana Jones LC $43 
James Pond 2 $42 


Jewel Master* $16 
Keepr of the Gates $52 









Kid Chameleon 
Leander 
Mickey Mouse 
Mickey & Donald 
Onslaught* 

Out of this Wrid CD$54 
Qcksht Donld Duck $42 
Shadow of Beast 2 $52 
Simpson KrustyFH $42 
Slime World $43 
Sonic Hedgehog 2 $49 
Spiderman $45 






Bee oe Ne sis 


SEGA ADVENTURE 


Splatterhouse 2. $47 
Stormlord1or2 $49 
Strider 2 $49 
Superman $43 
Talespin $39 
Tazmania $44 
Technocop $47 


Technocop:Final M $52 
Terminator $49 
Terminator 2 $43 


'X-MEN' allows 
1 you to control 
superheroes 

am like Wolverine, 
ga cyclops, Gam- 
=a bit, and Colos- 

gg SUS. Each 
WM character has 
ja unique powers 
@eaand= special 
wa Moves. Play 1 
MB hero through- 
mm out or switch 
during the 
magame. 1 or2 
@ player simulta- 
neous. $46 


ToeJam & Ear! $42 
Toki:Going Ape Spt$43 





TOYS $49 
Vallis* $39 
Vallis 3 $56 


Where Time CSD $49 
Wolf Child $45 
Wonder Boy MonsL$46 
Xmen $46 
Young Galahad $42 
Young Indy Jones $39 
Zombie High $34 


=— 
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SEGA KICK & PUNCH 
Beast Wrestler $56 
Black Hole Assault $49 
Chakan Forevr Mn $44 


Deadly Moves $52 
Double Dragon3 $44 
Fatal Fury $52 
Fighting Master $42 
Growl* $29 
King of Monsters $52 
Mystical Fighter $43 


Panza Kickboxing $49 


fea ' ‘TALESPIN' 
m™you must help 
ig Baloo & Kit win 
saan incredible 

& ‘round the world 
flying contestin 
@igathe trusty Sea 
#49 Duck. Don 


EB his Air Pirates 
EB will try to thwart 
geayour progress 

mas you travel by 
land & air. Fea- 
tures 1 or 2 
players simul- 


taneous. $39 
Pit Fighter $45 
Slaughter Sport $49 
Streets of Rage $45 
Streets of Rage 2 $56 
Street Smart $39 


Two Crude Dudes $43 
SEGA ROLE PLAYING 


Arcus Odyessy $56 
Battle Master $43 
Black Crypt $59 
Buck Rogers 1 $54 
Cybercop $49 


SEGA & SNES BUY 3 GET 1 FREE* 


SEGA ROLE PLAYING 





Exile* $49 
Gemfire $56 
Immortal $49 


Immortal Hintbook $10 
Lord of the Rings $59 
Might & Magic3 $49 
Outlander $44 
Phantasy Star 20r3 $59 
PStar 3 Hint Book $14 


Phantasy Star4 $64 
Pirates $49 
Rings of Power $55 


Romance 3 Kingd 2$59 
Shining Darkness $45 
Shining Force $54 
Sorcerers Kingdom $52 
Star Oyssey $59 
Traysia $54 
Uncharted Waters $59 
Vampire Killer $52 
Warriors Etrnal Sun$56 
Y's 3* $44 
SEGA STRATEGY 


Breach 2 $49 
Chessmaster $42 
Clue $46 
Dragon's Fury $42 
HUMANS $56 
Jeopardy $49 
Lemmings $43 
Marble Madness $34 
Master of Monsters $54 
Metal Fang $43 
Monopoly $46 
Powermonger $43 
Rampart $42 
7 Cities of Gold $49 
Shanghaii 2 $39 
Super Conflict $49 
Twisted Flipper $34 


premiere rac- 
ing simulation. 
Features 16 
additional race 
tracks, battery 
back up to re- 


place the pass- 
word feature, 6 
save positions, 
and 15 rivals to 
battle as you 
take on courses 


the 
$44 


Warrior Rome 1or2 $54 
Warsong $49 
Wheel of Fortune $49 
Where World CSD $49 


wall over 
world. 





Where's Waldo? $49 
SEGA SHOOTERS 
Atomic Runner $42 
B Bomb $36 
Death Duel $49 
Galaxy Force 2 $39 
Hellfire $39 
James Bond 007 $49 
Predator 2 $46 
Raiden $49 
Smash TV $43 
Soldeace $54 
Space Invaders 91 $38 
Steel Empire $42 
Steel Talons $49 
Thunder Force 2 $37 
ThunderFox* $29 
Twin Cobra $29 
Vapor Trail $54 
SEGA SPORTS 


American Gladiatrs $56 
Andre Agassi Tenn $49 


Aquatic Games $36 
Arch Rivals $48 
Baseball $46 
Bowling $46 
Bulls vs Lakers $49 


D Robinson Bsktbll $46 
Evndr Holyfield Bxg$44 
G Forman Boxing $49 
Hardball* $36 
Hit the Ice $44 
J Connors Tennis $54 
Jen Capriati Tennis$43 
Joe Montana 2 $49 
J Madden Football* $29 
J Madden ’92 $42 
J Madden '93 $49 






SEGA SPORTS 
Jordan vs Bird $39 
King Salmon $42 


Lakers vs Celtics $42 
M Lemieux Hockey $45 
Mike Ditka Footbil* $29 
MLBPA Sorts Talk $52 
Mohammed Ali Bxg$54 
NBA Super Allstar $43 
NFL Sports Talk Fb$46 
NHLPA Hockey '93 $49 


Sy 








SNES ADVENTURE 


Battle Clash $49 
Battle Toads $59 
Blues Brothers $49 
Chester Cheetah $54 
Claymates $54 
Cool World $54 
Death Valley Rally $52 
Dino City $49 
Dream TV $49 
Family Dog $49 


‘STREETS OF 
RAGE 2' is a 














Nolan Ryan $49 
Olympic Gold $45 
PGA Tour Golf $49 
Pigskin $49 
RBI 3 $39 
RBI 4 $46 
Rgr Clemens MVP $43 
Side Pocket $46 


Summer Challenge $49 
Supr High Impact F $43 
Team USA BasktbIl$43 
Tony LaRussa Bbll $49 
World Class Ldrbrd $42 
World Trophy Socc $49 
WWF Superwrestlg $43 

SEGA SIMULATION 


Chase HQ 2 $44 
Desert Strike $42 
Devilish $34 
Double Clutch $34 


F15 Strike Eagle 2 $54 
F19 Stealth Fightr $59 
F22 Interceptor $42 
Ferrari Grand Prix $42 
LHX Attack Choppr $42 
Lotus Turbo Chalin $42 
Maverick $59 


Mig 29 $49 
Paperboy $29 
Race Drivin' $45 
Quad Challenge $45 
Road Rash $42 
Road Rash 2 $44 


Road Riot4WD $49 
Super Battle Tank $49 
Supr Monaco GP 2 $44 
Super Off Road $39 
Test Drive 2 $49 
SNES HARDWARE 


SNES System $145 
AC Adapter $9 
Ascii Pad $24 


Competition Jystick$69 
Happ Control Pad $21 
J B King Joystick $59 
Super Scope $54 
Triton Control Pad $26 

SNES ADVENTURE 
Actraiser $54 
Addams Family $49 


Aliens 3 $49 
Alien vs Predator $42 
Arcus Spirits $49 


Batman:Joker's Rtn$54 


im 16 Meg car- 
im tridge that fea- 
a tures 4 tough 
im fighters: Max, 
Axel, Blaze, & 
Sammy. All 
characters 
come with their 
own special 
techniques & 
abilities. Battle 
1 player or 2 
player simulta- 
Mee Neous through 
saga 7 stages. $56 


The Flash 


$49 
GODS $54 
Great Battle $54 
Harley's Hum Advtr $54 


Home Alone 1 or 2 $46 


Hook $49 
James Bond Jr $49 
Joe & Mac $47 
Joe vs the Wall $54 


King Arthur's World $54 


Lgnd Mysticl Ninja* $54 
Lethal Weapon3 $54 


Mickey Myst! Quest$54 


Musya $54 
Nosferatu $54 
Out of this World $54 
Prince of Persia $54 
Radio Flyer $54 
Rebel $49 
Robocop 3 $52 
Robomech $54 
Rocketeer $49 
Rocky & Bullwinkle $49 
Roller Blades $49 
Search Ultra Force $54 
Simpsons $54 
Simpsns Krusty FH$49 
Solstice 2 $49 
Soulblazer $54 
Spanky's Quest $54 
Star Trek $59 
Superman $52 
Supr Shadow Beast$49 


Super Star Wars $54 
Super Valis 4 $49 
Swamp Thing $49 
Teen Mtnt Nnj Trtls $54 
Terminator 2 $54 
Time Slip $46 
Tiny Toon Adventrs$54 
Tom & Jerry $49 
Toxic Crusader $54 


MAN' is a war- 
rior priest who 
cannot die and 
must battle the 
forces of evil. 
Features 8 lev- 
els, 2 handed 


combat with 8 
directions, 
magic door- 
ways to move 
through space 
& time, and an 





arsenal of 

weapons. $44 
TOYS $49 
Ultraman $39 
Universal Soldier $45 
Video Kid $49 
Vikings $49 


X-Men & Spidrman $54 
Zelda 3 $49 
SNES STRATEGY 


Aero Biz $59 
Casino Kid 2 $49 
Castles $54 
Chessmaster $49 





SNES STRATEGY 


Clue $46 
Faceball 2000 $54 
HUMANS $56 
Imperium $43 
Jeopardy $49 
Lemmings $49 
Mario Paint $59 
Monopoly $46 
On the Ball $49 
Pushover $49 
Qbert $49 
Railroad Tycoon $59 
Rampart $49 
Romnce 3 Kgdm 2 $59 
Shanghaii 2 $44 
Simcity $46 
SimEarth $59 
Spindizzy Worlds $49 
Spot 2 $49 
Supr Buster Brothrs$54 
Super Conflict $49 
Utopia $49 


Wheel of Fortune $49 


Where's Waldo $49 
Wordtris $43 
SNES KICK & PUNCH 
Battle Blaze $46 
Deadly Moves $49 
Double Dragon $59 
Final Fight $49 
Golden Fighter $49 
King of Monsters $49 
Panza Kickboxing $54 
Pitfighter $46 
Rap Quest $49 
Rival Turf $54 
Street Fighter 2 $64 


Super Combatribes $54 
Super Ninja Boys $54 
Supr Sonic Blastmn$49 


BATMAN. 


RETURNS 


= 


SNES SHOOTERS 


Axeplay $54 
Biohazard $44 
Contra 3 $54 
Cybernator $54 
D-Force* $39 
Earth Defnc Force* $39 
Genocide $54 
Gradius 3 $34 
Guerilla Warfare $54 
Gun Force $49 
Hyper Zone* $29 
Metal Jack $54 
Metal Masters $54 
Phalanx $54 
Raiden Trad* $46 
Rap Attack $54 
Smash TV* $49 
Space Mission $49 
Strike Gunner $54 


Supr Mega Force $54 


Supr R Type* $39 
Supr Sonic Blastmn$49 


Thunder Spirits $49 
Xardion $54 
X Zone $39 


SNES ROLE PLAYING 
Arcana $59 
Curse Azure Bonds$64 


Drakkhen $49 
Dungeon Master $59 
Equinox $49 
Fables & Fiends $59 


Final Fantsy Lgnd 2$59 
Final Fantsy Myst Q$39 


Gemfire $59 
Golden Empire $59 
Hit the Ice $54 
Inindo $59 
Lagoon $54 
Lenus $59 
Lord of the Rings $64 









802-767-3033 


SNES ROLE PLAYING 


Lost Mission $49 
Magic Sword $54 
Might & Magic 2 $54 
Might & Magic3 $59 
Outlander $49 
Shadow Run $54 


Spellcastr Aspct Vir$54 
Ultima False Prpht $64 
Wanders from Y’s $54 
Wizardry 5 $64 


SNES SIMULATION 


Cyberspin $46 
Desert Strike $54 
F29 Retaliator $59 


Hunt for Red Octbr $54 
Kawasaki Carrb Ch $56 


Mechwarrior $42 
Race Drivin $49 
Road Riot4WD $49 
Robosaurus $49 
RPM Racing $49 
Supr Battle Tank $54 


| ‘BATMAN RE- 
TURNS' hurls 
you into action 
against the 
death-dealing 
renguin. 
Swing from 
grappling 
hooks, leapfrom 
ledges and 
counter with 
shields, smoke 
bombs and 
batarangs. 
One player ac- 
tion through 7 
f levels. $49 


Super F1 $49 
Super Stirke Eagle $59 
Test Drive 2 $49 
Top Gear $49 
Warp Speed $49 


Wing Commander $54 
Wings 2:Aces High $49 
SNES SPORTS 
American Gladiatrs $56 
Baseball $49 
Baseball Stars 2 $54 
Bill Laimbr Bskbll* $24 


he 
i FOOTBALL 


$49 
$54 
California Games 2 $49 
Championship Bxg $49 
David Crane Tennis$49 


Black Bass 
Bulls vs Blazers 


Extra Innings $49 
Football Fury $46 
G Foreman Boxing $49 
Hit the Ice $54 
Hole in One Golf* $39 
J Connors Tennis $54 
Jck Nicklaus Golf* $46 


SNES SPORTS 
Madden Footbll '93 $54 
MVP Football $54 
NBA Supr Allstar C $54 


NCAA Basketball $59 
NFL Football $54 
NHL Hockey $54 


Nolan Ryan Basbll $49 
Pebble Beach Golf $49 
PGA Tour Golf $49 
Pigskin $54 


‘SONIC THE 
HEDGEHOG2' 
is back with 
twice the speed, 
4atwice aS many 
options and 
many more lev- 
els. New fea- 
tures include 


time travel and 
a new friend, 
tails. Zip through 
prehistoric 
swamplands 
and future cit- 
ies filled with 


$49 


Pro Quarterback $54 
Rogr ClemensMVP $54 


pollution. 





Skins Game $49 
Space Football $49 
Special Tee Shot $54 


S Bases Loaded 2 $54 


Supr Batter Up $49 
Supr Bowling $49 
Supr Dble Dribble $54 
Supr Goal $49 


Supr High Impact F $49 
Supr NBA Basktbll $54 
Supr Play Actn Ftbll$49 
Supr Power Punch $54 
Super Slam Dunk $49 


Supr Slapshot $49 
Supr Soccer Chmp $54 
Supr Tennis $49 
Supr Wrestlemania $54 
TKO $49 
Weaver Baseball $52 


World Leag Soccer $49 


CHIPS & BITS 


PO Box 234 
Rochester VT 05767 
802 767 3033 
Fax 802 767 3382 
GEnie Keyword CHIPS 


"APPLIES TO * ITEMS 
WHILE SUPPLIES LAST 


We accept Visa, MC, & Money 
Orders. COD add $5. Checks 
Held 4 Weeks.Most Items 
shipped same day. All shipping 
rates are per order not per item. 
UPS $4: 2 Day Air $6: Mail $5: 
Air Mail Canada $6: HI, AK, PR, 
2 Day $12. Call for hardware 


brings home all 
the excitement 
sof the NFL. 
Nowwith simul- 
taneous non- 
stop play-by- 
play announc- 
ing. Control 
every aspect of 
the game with 
updated offen- 
sive & defen- 
sive plays. $46 


a 


shipping rates. Advertised prices 
are for new games. Used carts 
traded at $25 to $40 less than 
new. No cash paid, store credit 
only. Used carts sold at $10 to 
$25 less than new 


All sales final. Shipping 
times not guaranteed. 
Defectives replaced with 
same product. Price & avail- 
ability subject to change. 
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HIGHSCORS 


Enter Turrican’s Option mode and 
highlight Exit. Next, press the following 
buttons in this order: 1, Hi, tH, UM, 1, ll, |, 
11. Exit the Options mode, then choose 
the Cheat setting. You're invincible! 


Chris Nadler, Alamo, Ix 


Replay 


a these codes with 
ction Replay Cartridge. 


the standard 


Infinite Lives: 006A A 444 
79 


Unlimited Fuel: 00689 C4A79 
Bonus Armor: 0049D 0O7FFF 
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Might & Magic (Genesis) 
Unlimited Gold 


nd 


. rey 
alk one square east and then retu | 


the Lumberjack’ ¥ 
Jack’s tree, K inni ; 
. Keep winn 
ep Keeps. When you can’t Be 
ore, sell them for cas ue 


Hd h. Return f ¥ 

: Ps and rack up all the gold iil = 

esse Wilson, Redwood City, CA a 
J 


unlimited gold in 
to Area B1. At point 
from the frozen foun- 


Here's how to rn 
Might & Magic. Go 
X11 and Y14, drink 


tain. Next, head to X15 and Y13, Chop 


down one of 
, the Lumberjack’ 
win an Instant Keep. =e 





Here’s how to jump to any stage in Pop- 
ulous. Choose a Conquest game, and 
click on the Pause icon. Move the cursor 
onto the world map, then hold down L 
and press A. Release these buttons. 
Next, while holding down R, push and 
release Y, B, X, A, and Select. Release 
R and click on Armageddon. Now enter 
the Setup menu and choose Conquest. 
inside the Conquest menu, press the 
X and B Buttons to select any level in 


the game! 
Jonathon Pedigo, Sherman Oaks, CA 





Teenage Mutant Ninja Turtles : 
IH (Nintendo) le pe 


Ai | on te (nest 
con LOS Senn? Double Your Continues! 


B 
4 
* 


Pau. & 
Se 


nt sae 2 At the end of Level 2, you can bypass the 
=3: boss, Toady, without a fight. Wait on the 
1 TURTLE = 
» TURTLES | ESS as recall upper platform, then jump to the left and 
ia Salta tig you'll see the Exit sign. Now leave 
through the Exit and Toady won't appear! 


2? TURILES 6& 
Auto Mode 
Begin a game and display the Turtle BES ty Rhee 0. ‘te: Richard Petit, Quebec, Canada 
select screen. Tap Right and Left | ee EL . | Bie meant pRE 
rapidly to switch back and forth Now you can do ee euicnineeed (67 ithe? - 
| ub . 

between Donatello and Michaelangelo or — Cy ina one-player se tip expectan- [am Game Boy) 

Raphael and Michaelangelo. Dudes. Just before your 8 Crude & evel Passwords! 
SELECT VOUR TURTLE on Controller One, press Start SGKENES 2 ee lentes 
- RUTO MODE - troller Two . You'll be back : spells é 
a fresh batch of lives and ie ae 


CS ahem TTT = ae 


# ' : 
Saitama site 
f E iy 
= r 
— j 
i E PEs 


——— —— 
“Te j 


Dey 


| i 4 4 ‘4 
' Ee C= CT i r 
a See gee ee 
PF oUF OF HEgeea 
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LEO 
Eventually, the words “Auto Mode” will 


appear in the top-left corner of the 
screen. Now the computer will automati- 
cally swap your Ninja Turtle for you eve 
snags : : | Tengen Team 


time you die! 
Lee, San Francisco, CA (Srey 


4 ; { 4 
| . 
. } i, [ae 295 
ean aaah 1 Bivorsionnnnenmanene 
peat a ay 
id By, Uta he 
} 5 e | 
e (1 a 2 ys 2S 


To access the password screen, walk left 
j at the Start of the game Use these cod 
oe peer Catan ae ‘il " = is to JUMp to any level. ° 
Enter these passwords to play against en 
et Level 3: 24613065 
at Level 4: 99116015 
Level 5: 53004005 
Level 6: 46308135 
Level 7: 65903195 
Level 8: 13807185 
Pye Level 9: 25432654 
e: rt m@ Level 10: 92731644 
Level 11: 80637674 
Pee Level 12: 56135664 


ih Alec Saltzman, Omaha, NE 


‘ 
* 
> 


ite sla 


. \ . 


R nd ai 

Ne Cabos} 
ts paie 
as 
ae 


See 


a 





Tecmo Bowl (Game Boy) 


_ , == If you're fortunate enough to play as 
Ax Battler (Game c.. | Chicago against Dallas, here’s a defensive 
ee fe ae tip you'll love. Choose Run 1 as your 
Password Collection! ee Ee ae =| — defensive strategy. Then select player 
=“) an ‘Si 3B Todd Bell and apply tight coverage. If Dal- 
las passes, you're almost guaranteed to 
intercept the ball 


Branden Dashiell, 


When the American Sammy logo + : 


appears, hold down A ; UNE a 
. on Controll 
and press Reset. While stil hes ae Tecmo Bowl (Game Boy) 


A on Controller On 
€, press A on : . 
troller Two when the American mass ee 


logo reappears, 


7 

) 
i) “ ‘ 
-. ad 7 * 


g53 aS Mat mm ko 
Use these passwords to jump to any AF Eletietiitentiad Pa. Play in the Tecmo Bowl with this code. 
level in Ax Battler. ®) Los Angeles vs. Miam: 94BFFDAI 


Now press Up a a 
Turtle Village: BNLK-LPAG-HMGH- | One to pick ie Bed E4%| Branden Dashiell, Winnetka, IL 
O 


NOGO your game! begin 
Sand Marrow: AOEC-DLCD-PNFP- | Brandon Kaufn 

FBPF Kaufman, Portiand, OR uae eet! 
Sand Marrow It PKIL-MPGO-AHDH- [ff — | “au Golf 

KHCJ Contra Ill: The Alien ee 2 (Game Boy) 
Brookhil: CPGG-CIAK-AEEF- Wars (Super NES) Pies a and Retry! 

OPKO Correction | OMe so i if you make a eles 
North Valley: MBBM-KFDK-HJBK- Last issue we listed an incorrect 30 lives aa g Olf for the Game Boy 

KKJE plus stage select trick for Contra lll. We ane mply press A, B, Select ar d 


iffc: tested the code on a prototype Copy ofthe Figs Start Simultaneo 
Ice Cis: FJGO-LMHJ-LJ a game, but the trick was disabled in the final : my game. Now ret usly to reset the 


OOF me boxed version. We aoe for a over” ee) David sone your shot! 
Russell Chen, Atlanta, GA Me sight. As soon as anew working CO e §6ARe on, New Y, 
\ chee in our offices (hint, hint), we'll publish i | ork, NY 
the updated information! 
(GamePro, July ‘92, Pp. 98) 


yr 


ss i» & 
$ ? * 
s 2 
. 





Joe & Mac (Super NES) 
Easy Exit and Untimited Lives! 


To leave a level you ve already complet- 
ed, simply pause the game and press 
Select. That’s it! You're outta there! 


Use these password 
et tered a 


Valkyrie: 
Warrior: 
Wizard: exam Use this trick to grab unlimited {-ups! For 
Secr et Combination: mm] example, fall into the pit in the next-to- 
David Chung, Arcadia a PCDIA | | last area on the first map. In mid-flight, 
—— ‘ He| snag the extra life, then pause and exit. 

: EAT caer cme fae, Retum to the pit, grab the 1-up again, 
= , epee. tone ei PK Redes, and repeal the process ‘til you max out 
Here's a batch of Immo pe tapcne 2 SF 4 te Sracteneeiaere YOU ves! You can also use this trick to 

Try them all EEE RS Rees easily refill your energy. 
AAQE510006E7 The Addams Family Eric Stephen Rich, McMinnville, TX 


FAT7EE21000E10 
BSEFF31001EB0 (TurboGratx-CD) 


B57F943000EB0 Invincibility! 
C65FF53010B41 | 
C250F63010AC1 

F011F730178C1 








See —You'llloseali 
Se a ee lose a life, but become 
- — invincible! If by accident you become 
ay Use this trick to become invincible in The _ trapped in the floor, reset your game and 
a Addams Family. First, enter the Train try again until the trick works. Don't grab 
! Room with one heart remaining and wait any hearts once you become invincible or 
for the train to move from left to right. you'll lose invincibility. 
Now jump into the smoke. 





Syd of Valis (Genesis) 


Game Genie Code! 


S1992 TELEWE? 4 
LICENSED BY SEGA ENTERERTOSS Lp 


To turn off Syd’s Music, bring up the 
tam title screen. Then press B and Start 


: simultaneously. You'll be tone deaf until 
Syd dies! 


Pedro Orlando, Millbrae, CA 
4 nm ‘ali 
Lemmings 
Use this code with the NES Game Genie. 


Near-Invincibility: PEOPLE 
Ryan Young; Hayward, CA 


Blaster Master Boy (Game Boy) 


Now you can make OutRun even more 
challenging. At the title screen, press C 
10 times, then choose the Option screen 


My and select Hyper. 
+ Russell Tower, Raleigh, NC 


at 


1 AICOM C 


: LTD 
©1393 COMED GAME 
Stef re 


GAME 


erst TENDG 


sae pick any level in aod 
Master Boy. At the title screen, hig 


a 


as aD 


333 

Then hold down Button A and press 

Start. Press Left and Right to pick any 
1 Period in the game! 

Brad Cronk, lowa City, 1A 


Mansion with the following codes, 
Start: &#KKN 

After Pugsley: V1913 

After Grandma: B&J15 


Skip around the Addams’ ooky, kooky 


bs ame 


ae re lect 
old down Se 
At the title soreen, hold down SGC 


Cc 
ress Start. Now you Ca! 
= a tune and configure the 
cal buttons on your controller. 


After Wednesday: BD#K4 

After Fester: BL91B 

BONUS TIP: Enter the Music Room and 
wait for the music to Stop. This unblocks 
the passage to the basement. 


Paz Derham, Kihei, Maui, HI 





CEns 'tGuaR ‘an MEBBE 
SHIP SPEED 
BAKE LEVEL 
CGNTROL PAD 
SPEE a 
ELRe BTS HRe. 
KEAPON SELECT 
RGe ; a a RE 
SEUNG MEGE 


Ft 


gay sayli 


4 


Genie. 
this code with the NES Game 
Use 


IE 
invincibility: ZOXVGL -* 
Stefan Hodgden, Kansas City, 


When the title screen appears, hold 
down Select and press Start. Now you 
Can use the Configuration Mode to select 
the game’s difficulty and more! 


Skip to Jonn 
this code: BB 


Luis Marrero, Carolina, 


s 


‘ sh ore 
be a te, 
Side ele 


cae 


Match #3: MONSTER- 
ROYOYOMQQOVAQSA 
Match #4: MONSTER- 
RAAQYQMWQIGAQSU 
Match #5: MONSTER- 
RAAQYQMWQIGAQCU 
Match #6: MONSTER. 
RAAAWQMWOQPBAOEF 
World Rank 
Match #1: MON STERAAAWQMWO- 
PYAQKA 
Match #2: MON STERRAAAWADRDI- 
HZQEF 
Match #3: MONSTER- 
RAAAWADRDINZOTN 
Match #4: MONSTERRZXAWADRDI- 
UZQRM 
Match #5: MONSTERRZXAJADRDI- 
JXQHI 
Match #6: MONSTERRZXZXADRED- 
MXQBK 
a4 + = | Match #8: MONSTERRZXZXA- 
— i ‘ JRTWKXQVXx 

Type in these Beastly passwords to Match #9: MONSTERRZXZXAJRT- 

in any match-up. WOXQIH 

Beginner Rank 

Match #2: MONSTER- 


| ROYQOYOMQQOFAQOK 


» * ta, ry! bag 
a . 7 2 
be VIA in Fete 


+ >, 
ae « 
wes, 4 
4 a) * 


alee 


- 








ee 


Rolling Thunder 2 (Genesis) 





Teenage Mutant Ninja 


Turtles Il! (Nintendo) 


es acne 
} o 34 
> 4 


a 


ess ; iE En seen op 


eae | Mae Gao i 


eerene 


= 5 


a 
> 


EEL arth Sead Here are all the passwords for Rolling 
a | S| Thunder 9’s second quest. Beat this mis- 


sion and you'll see a special ending! 


Leveli1: RPSG 

Sy Lovel2: CRLF 

—T | ean | i Level3: MIBD 
eras Rie ES Level4: | PLPN 
ee eee) Wel Leveld: SFEG 
Level6: DRMS 

Level7: LTSP 

Level8: RMDF 


Level 9: SNBI 


Final Stage II: 
Brad Cooper; Wichita, KS 


. A, B, and C, 
the standard Acti “Test” will appeat | 
A 
€ Pro Version, e eee 
C47 64A79 
Weapon: 00940 


Near Invincibility: 00 
Full Strength Flame 





a - 
* 


‘Syd of Valis (Genesis) 
Invincibility! 


Syd’s battle for the Sword of Valis will go 

8 “swimmingly” with this easy trick. At the 

title screen, tap in Up, Down, Left, 

& Right, A, B, Up, Down, and Start. You'll 
hear a tone that indicates the code 


worked. 


Now Sy’s an invulnerable warrior! 
4 Notice her new swimming sult. 
Pedro Orlando, Millbrae, CA 
mows Game Genie Codes! 
Bowl (Nintendo) 


ecmo Super 
. h the NES Game 


Use these codes wit 


Nine-Point Touchdowns for Player 1: 


7 PAOATITE 
1 Two-Minute Quarters: ZAUXLZIA 


ds of the Di z 
pa jamond 


2 
Be ORL SG 21 2 


RLMUAN& PARE YT 


rear ef] 


2 394 


oa 3 ~ — 
Sore sels ps ah 


SEATS ete 
- = sae 
ie 


is) 

Use these codes with the standard 
Action Replay or Pro Version cartridge. 
infinite Energy: 00B09 44E71 
infinite Bombs: 0080B 8C351 


3 ait * e 
Sound and Cinema Test 


m@ Youcan Scope out Valis IIl’s sights and 
sounds with this trick. At the title screen 
punch in Button Il, Button ll, Left ? 


| Right, Down, Up, and Run. Now sit 


ih relax, and pick your tune or cinema! 
Edwin West, Long Island, NY 


de as = 


our el snp a each team’s final 
amurais: 
SINRAGLWZCB 
= 
SWLZTIRIXWKN — 
aWKsS: TG 
a 
a 
Wits 
Chiefs: BGNP72F35CD96 
dente Rubee 
a - 
ZKWDALsczizn 


as at OT es 


‘Gcearn:) ae E 
ere’s alist of Top Gear's Amateur Level 
codes. 
1 South America: Moonbath 
Japan: Gearbox 
Be) Germany: Car Park 
$3) Scandinavia: Road Hog 
ti) France: Emulator 


. 


aA italy: Analyser 
fees U.K.: Horizons 


a4 


A Look for the Pro passwords next month! 


Re 
% 








TV Sports Hockey (TurboGratx-16) 
Championship Passwords 

Skate into the TV Sports Hockey finals 
with these codes. 


POLAND 
vs. Canada: EGPBIMI 
vs. Finland: ACLNIEJ 
vs. U.S.S.R.: EDMBLIK 
vs. Czech.: CHAPNNL 
NORWAY 
vs. Canada: BCLOGEE 
vs. Finland: HAJEEEF 
vs. U.S.S.R.: CHAPNNG 
vs. Czech.: CHAPNNH 
SWEDEN 
vs. Canada: CHAPNNM 
vs. Finland: CHAPNNN 
vs. U.S.S.R.: ACLNNIO 
vs. Czech.: CHAPNNP 


vs. Canada: CHAPNNA 
vs. Finland: CHAPMNB 
vs. U.S.S.R.: BENOCJC 
vs. Czech.: AGPNCHD 


 <, 
m . 7 
ee ana a 
' hg incl ll 
at git 
Seer 


" 


Type in these American Gladiators pass- 
words to skip to the later levels of the 


game. 

Level 2: ABAAAABB 
Level 3: ABBABAAA 
Level 4: ABAABBBB 


Seth Hammeler, Coeur d’Alene, ID 


Circuit Warp! 


_ 


Take a shot at Smash T.V. for the NES 
with this easy level select trick. First, 
bring up the title screen. Then, on Con- 
troller Two, hold down Down and But- 
ton B. While holding down these 


| 

You'll Swing a stronger Axe with eight 
credits in your collection. Bring up fe 
title screen and highlight the Options 


Selection. Next, hold d 
n. ; own Butt 
and C simultaneously. pe 


When you enter the Options mode 
release A, but continue to hold down B 
on C. Choose Exit and hit Start. Select 
€ number of players. Highlight the Nor- 
mal game mode and press A to begin 
with a full eight credits to your name! 
Larry Lawton, Carson, CA | 


buttons, press Start on Controller One. 
Choose 1-Player, 1-Controller on the 
selection screen. Now you’re in busi- 
ness! Pick any Smashing circult, and 
have at ‘em. 


David Gullick, Chicago, IL 


q ue 











Street Fighter Il (Super NES) 
| Play Champion Edition! 


FLASH! We just received word that the 
EEK now-infamous Japanese code for Street 
Seeks, Fighter Il works on the U.S. version. Tum 
Aektee) On YOUr Super NES and wait for the 
43) Capcom logo to appear. Now press 
29) Down, Button R, Up, Button L, Button 
Y, and Button B. if the code worked, 


you'll hear a chime. 


The Werid oePalae tele 
= 


“4 : . 
. ; . 
» - 
? 


S| Also note that the title screen will appear 
in blue, just like the arcade Champion 


Seaereaten Ecdition’s title screen. 


weir 


When you begin the game, both players 
will be able to use the same character! 
This makes possible the baddest grudge 
matches ever, such as Guile vs. Guile and 


Blanka vs. Blanka. 


; 
' 


- | 
fy 
: 


‘ . ‘ — ; , 
oo a | 


pe TT 
3 1+ a 
ae — 


Finally, you'll notice that the fighters show 
off their true-to-form Champion Edition col- 
ors. The only thing missing from this code 
is the ability to play as a boss character. If 
any of you Street Fighters discover such a 
code, let us know! 


Do You Have a 
Secret Weapon? 


: you do, submit it to GamePro 
, ur Pros will review it. If we pub 
lish it, we'll send YOU a free . 
mee GAMEPRO Super Shirt! Send 
Bees YOu best tips and secrets to: 
ie ? GamePro Magazine 
iS Secret Weapons 
3 RO. Box 3329 
Redwood City, CA 94064 








Nintendo 


PETERS 1A is sins eresenranieiapeeinscteaentninncnbapnsatctoinia estes 16 
BUHAY OTF GIG -crcscsiscexecciesnsncesosmsies es ie cc eosin iasonsrntaseunsieaestnes 14 
Ru) | a re 24,25, 20, 27 
| | ee a ee are 11 
PCTS CF) TEN NITION sax ncoxcoxisnntrs sates ite sean inteevennnccnasinaatnve 15 
ES a ee 28, 29 
CN hf ee rea 16 
Teenage Mutant Ninja Turtles Ul... cc eeeeseesesesecsseescseeeens 9 
Diva: QUEST OF TING AV ETT cscs scar ccssa ernst savensnnsisanastivarkseniunndncses 23 
U5 Aig C8 1): ||| a oe ee a 10 


Game Genie Codes (Nintendo) 


BEI Ai Te Le 9 TRE cc eticrstmewsavnnyenietteinetuas Sn cesn shite sass ttebchen tet 13 
I |) ne ee ee ee re ae 12 
(cout | 15 
Teenage Mutant Ninja Turtles Wl... escssseesecsseceseneeeens 14 
Genesss 

Be ITT cnainsirunicturecdactbannin dene einianabecmciaeianeniatee 13, 14 
RC, re ae ee 9 
GOIdEN AXe Woe eeecceceeccescscssscsescessesssscecsvevscsesesssssetesensssseeeeeeees 16 
BPCh TaN UY cc tate senscxrectr anaes aesaceascindapntvcentions O0,.01, 02, 00 
BAIS? FCTIIC cnsryn cesar ncsevnassarsnapeneseneeiarmamananietoicmeaceetammancatee 8 
OutRun............... seusensnsdoneisceslecien aceeiantieda cebiahnidtednmaaacsdemntuonatamnatet 12 
Sod 3) | Se er ae eT 9 
BO CULMUICT (UTROLPICIESY 12 sien cs:nionstinn issih scission sia 14 
Ee ||) |: a ee 34, 35, 36, 37, 61 
Lg | | ee ee tr fo 
Tee Re serena tentnatcdincnctetniditineinanastmiraiteatctadtitatedos 11 
Pe snare titans sees 


Action Replay Codes (Genesis) 


Desert Strik@.....c..ccccccccccccccecccsscsssesscssccsecsscsuseeceusascseseaseaesaueeaseenes 
S| ee 


Super NES 


Contra Ill: The Alien Wars... cccsssccsscscsssscsssesssessesesseseess 
A, | a a a 
John Madden Football oo... ccc ccc cceescsecsececssesseeeseeseeens 
LC) a eee a ee a 
|, | a eRe 
ih UL gl | a 
Super Double Dragon uu... eens 


18 $.W.A.T PRO 


Super SMASH TV. veces 44,45 
TG ACCS FAIUY sccaussancasancenssasnpsinandvsniessessaccntananereesann 12, 46, 47 
The Legend of Zelda: A Link to the Past... eee 59 
(Ue: ||| en ere 19 
[a 16 
TurboGratx-16 

LIS TENET nase ceetuesitaensentoceepenitneededdiniateatinidtubeanitatinatinte 48, 49 
CS | ee 8 
(ely | ae 16 
TurboGratx-CD 

cu | 11, 60 
| | a a ea ee er 15 
Game Boy 

BOOT PUTRETGD 1501 iovtuersonsiianrqnagcnnsseetmnnisiaiaewaanionemenneiscise tales 11 
Iis1 i capsenencenesiniaeenabnensstestt/enbesmaesnttadahanhantsnseamrmniomtneaecunentantodan 10 
J | er Ot, Si,ae 
BCS | | a ae a 9 
[Ok]: | ne ee se on 10 
Game Gear 

| a re 10 
Sh IE | a oo a ee ie 
Lynx 

i icceeememerezcnstnaecdinencectesmnecieacmiaasenetsceenets 04, 59 
Arcade 
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May The Force 
Go With You, 





Watch out Luke! This Sand On Mos Eisley, storm- If you use your light- 


Creature throws space age troopers keep Han Solo from saber, you can take out the 
fire barbs. the Millennium Falcon. Garbage Monster. 


Licensed by Nintendo® for Play on the 
ENTERTAINMENT 
YSTEMm 


©1992 CAPCOM USA, INC. Nintendo, Game Boy, and the official seals are trademarks of Nintendo of America, Inc. Star Wars is a registered 
trademark of Lucasfilm Ltd. All rights reserved. Used under authorization. Star Wars™ game ©(1992) LucasArts Entertainment Company. Used 
Under Authorization (1992) or year of first publication. Lucasfilm Games™ is a trademark of LucasArts Entertainment Company. Licensed by UBI 
Soft. Developed by NMS. For more information, call (408) 727-0400. 







The 
Death Star : 
threatens to 

crush the 

rebellion forever. 

Darth Vader holds 

Princess Leia captive. 

Only you Luke Skywalker, 
leader of the last band of 

rebels for good, can stop them. 
With Han Solo and Obi Wan 
Kenobi on your side and the 
Millennium Falcon as your ride, 
you have the Force to win. 
Better take off now. 





Slasher Quan and Dr. Dave 


Last year’s monster martial arts 
arcade hit is back. This time 
around it’s meaner, faster, and 
better than ever — Street Fighter 
ll: Champion Edition! You mas- 
tered the Street Fighter || basics 
with GamePro’s March ‘92 Sur- 
vival Guide. Now make your 
move for the top with these 
never-before-seen, head-banging, 
Champion Edition techniques. 


strong 





Fierce 


Towards: Push the joystick 
horizontally in the direction 
of the opponent. 


Back: Push the joystick hori- 
zontally in the opposite 
direction of the opponent. 


Charge: Hold the joystick in 
the direction indicated for 
two seconds. 


M. Bison 


Down plus Round- 
<7 9 house to slide low at 
the opponent. 


20 









Champion Edition Survival Guide 





Head Stomp: Charge Down. 
Then press Up plus, any kick 
button to land feetfirst on the 
enemy. Control Bison’s direc- 
tion as he flies through the air. 








Four-Hit Caribo: Use the Head 
stomp, followed by a midair 
punch to the head. As you fly, 
Charge your Flaming Torpedo. 
When you land, throw a quick 
kick, then finish off the attack 
with your Torpedo. String 
these moves together for dev- 
astating damage! 





Flaming Torpedo: Charge 
Back. Then press Towards plus 
any punch button to engulf 
Bison’s body in energy and to 
knockout airborne opponents. 


S.W.A.T.PRO ¢ 





Scissor Knee: Charge Back for 
three seconds. Then press 
Towards plus any kick button. 


Backflip: To cart- 

wheel away from 
*. an enemy's attack, 

press Back twice rapidly, 








Wall Climb: Charge Down. 
Then press either Up-Diagonal 
plus any kick to spring off the 
wall. Now land and strike with a 
claw or Fierce backbreaker. 





Air Slam Combo: Charge your 
Wall Climb. Smack your oppo- 
nent with a punch, then climb 
and Air Slam the enemy. 


November 1992 


Tumbling Claw: Charge Back. 


‘Then press Towards plus any 


punch button to spring forward 
with an extended claw! 


Balrog 

Turn Punch: 
Charge all three 
punch buttons or 





all three kick buttons for one 
second. Release the buttons for 
a turnaround straight punch. 





Dashing Pinch: hn Back. 
Then press Towards plus any 
punch to run forward with a big 
fist. 


Dashing Uppercut: Charge Back. 
Then press Towards plus any 
kick to dash with an upper hand 
and nail jumping adversaries. 





Multiple Pinel: Aes your 
punch-button Turn Punch and 
your Dashing Uppercut simul- 
taneously. Use the moves in 
sequence. 


Headbutt Combo: Move close 
and press Fierce to use Bal- 
rog’s headbutt while Charging 
your kick button Turn Punch. 
Let the Turn Punch fly when 
you disengage the headbutt. 





Three-Hit Combo: While 
Charging your Dashing Punch, 
jump at the opponent and 
Strike with any kick. When you 
land, immediately use a Short 
followed by the Dashing Punch 
for a punishing three-hit. 


Uppercut: Press 
ees |owards, Down, 
” Down-Towards, 





anid any punch button. Hit the 
enemy at close range, or at 
long range, to avoid a counter- 
strike. 





Tiger Fireball: Press Down, 
Down-Towards, and Towards 
to begin Sagat’s fireball move. 
Now push any punch for a high 
Tiger, or press any kick for a 
low Tiger. 





Two- -in- -One: Midway through 
an uppercut or fireball motion, 
add an extra punch or kick for 
a double attack! 


Tiger Knee: Press Back, 
Down-Back, Up-Towards, and 
any kick to leap forward with a 


devastating double knee. This 
move propels you over 
fireballs. 





Knee Combo: Jump at an oppo- 
nent with a kick. Land and throw 
a punch followed immediately 
by a Tiger Knee for four hits! 


Dhalsim 


© J) Instant 
= ) Spear/Torpedo: 
es” Jump Up. Then 
press Down plus Fierce or 
Roundhouse to immediately 
attack using your body as a 
spear ( or pea Ac 









Slide Counter: To avoid most 
projectiles and flying body 
attacks, press Down plus 
short. Then stand up, turn 
around, and nail the enemy 
with a kick! 


“Fe A® Triple-Hit Combo: 
“wy Jump at an oppo- 
‘nent with a Fierce 
punch. Land, use a standing 
Strong, and finish the move 
with a ducking Fierce. 








niptoved Rubber Arm: clan 
any punch button to Charge 
the long arm of Honda. Then 
move forward while in mid- 
attack to trap the opponent. 
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Improved Heli- 
copter: Press 
Down, Down-Back, 






a 2 
> 
WS 


Back, and any kick to fly for- 
ward with an extra deadly spin- 
ning kick. Now one hit will 
cinch the whe 





Improved Ball 

¥ Attack: Charge 

| Back. Then press 
Towards plus any punch for a 
rolling body attack. Blanka’s 
Jab Ball now stops midway 
across the screen! 





Improved Fireball: Press 
Down, Down-Towards, 
Towards, and any punch to 
throw faster-than-ever fireballs. 
Corner opponents on one side 
of the screen! 


Two-in-One: Throw a Fierce 
punch during the Helicopter 
joystick motion for a double 
hit. 


5 = Guile 
6: = oe Flying Knee: 
—f¥ Press Towards 


=" and Forward to leap 
at an opponent with an out- 
Stretched knee. Charge a Sonic 
Boom during this move for 
deadly results. 





Four pane: While Fags opens a 
sonic Boom in midair, jump at 
an opponent and Fierce chop 
him to the head. Land, use a 
Fierce uppercut, and then 
immediately press Towards 
plus Fierce to throw the Boom. 
Attack once more with a Fierce 
backfist for the fourth lethal hit! 
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Easy Electricity: Tap any 
punch to Charge Blanka’s Elec- 
tricity during a jump or Ball and 
release it just when you land. 


e Zangief 
Improved Spin 
Punch: Press all 
three buttons to use 
the Spin Punch. Then move 
forward to trap the opponent. 












Improved Spinning Pile Dri- 
ver: Rotate the joystick 360 
degrees and press any punch 
button to grab the opponent 
from a great distance, even 
during a special move. You'll 
bounce away to safety. 
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Improved Down Kick: Jump at 
an enemy. Then hold Down and 
rapidly tap Forward just as you 
land on him. You can score up to five hits! 








Improved Lightning Leg: Leap at an oppo- 
nent while Charging Chun Li’s Lightning 
Leg by rapidly tapping any kick button. 
Land with the Leg and you’ll damage the 
opponent, even if he blocks! 


Ker 


Improved Dragon Punch: 
ctw Press Towards, Down, 

m= Down-Towards, and any 
punch to throw a quick uppercut that 
enables you to avoid fireballs. Use a Fierce 
Dragon for long range. 





Dragon Combo: Stand close to the oppo- 
nent and throw a standing punch: Immedi- 
ately begin the Dragon motion, and in the 


middle, add another punch. The Dragon 
will double-hit for a total of four hits! 
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Don't try these at the arcade, or on your 
Super NES without a light pen! 
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Dear ASK THE PROS, 

I’ve achieved Avatar status in Ultima: 
Quest of the Avatar, but I’m having trou- 
ble finding the Stygian Abyss. Where is it, 
and what do | need to enter it? Is it relat- 
ed to meditating at the Shrines? 

Tu Ng, Atlanta, GA 


Dear Tu, 

East of the Shrine of Humility, you'll find ze 

an island with three volcanoes. Playing as = 

your lead character, walk to the southern |--“====>-gill 
volcano and use the Book, the Bell, and Guile’s got a gun after all. 


the Canale in a certain order (we’re not 
gonna give everything away)! Now you 
have access to the Abyss! 


Dear ASK THE PROS, 

In another magazine, | saw an awesome 
trick to make the infamous Sheng Long 
appear in Street Fighter Il. | tried several 
times to execute the tip as described, 
but to no avail. Is the trick bogus, or am | 
doing it wrong? 

Jeremiah Floyd, Los Angeles, CA 


Dear Jeremiah, 

Don’t worry, the problem’s not in your 
wrist. Using screen-capturing technology, 
the magazine's editonal staff manipulated 
digital Street Fighter Il images to create 
the so-called Sheng Long character. 
Starting with a Ryu shot, they simply re- 
colored and re-drew his clothes, body, 
and hair to give him an all-new appear- 
ance! It was a great joke that probably 
sucked in quite a few coin-op quarters 
from frustrated players. Not to be out- 
done, we at S.WA.T.PRO would like to 
showcase a few Street Fighter Il moves 
brought to life by our computer system. 


— - Saag 
ace © —. 


Chun Li tosses her boomerang bracelets. 
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Zangief reveals his multi-fist attack. 


a member of the Hayabusa clan? Right, 
that’s Ninja Gaiden! 3 





Ken leas a new projectile attack. 









Ask the Pros Q & A! a 
Direct your letter to ONE of our thr 
“Ask the Pros” departments: Current, 
for recent releases, Classics, for oldie- 


but-goodie stumpers, and General, ue 
pro-to-pro advice, trivia, and technica 


\ ix in each 
ueries. We'll try to print a mix 7 
as lf your letter is published, you \ 
get a free GAMEPRO Super Shirt. 


S.W.A.T.PRO Magazine 


Ask the Pros: Current, Classics, Or 
General 

P.O. Box 3329 

Redwood City, CA 94064 
















| Calling DW! Calling DW! A 
y city-wide crimewave has 
put a clamp on St. Canard 


and the city’s in an uproar. No matter 
what it takes, we need “the terror that 
flaps in the night” to rescue us from the 
scourge of the FO.W.L. organization! It’s 
a dirty, thankless job, but some duck’s 
gotta do tt. 





He swoops pen of the shadows... 


Fresh from a full season of Disney After- 
noon crime-busting, Darkwing and 
friends are swooping into your Nintendo! 
That's right, Capcom U.S.A. (the same 
publisher that brought us animation 
greats, such as DuckTales and Chip ‘n 
Dale Rescue Rangers) is responsible for 
this latest cartoon cart for the NES. Al- 
though Darkwing brings along his goofy 
sidekick, Launchpad McQuack, and that 
screwy know-it-all, Professor J. Gander 
Hooter, this cart’s built for one duck, and 
one duck only. 





You are Darkwing Duck! 
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When Darkwing hits the streets, you'll im- 
mediately recognize the Mega Man/Chip 
‘N Dale action. His moves are tried-but- 
true, side-scrolling classics: run, jump, 
duck (no pun intended), shoot, grab, and 
hang. The hang move is particularly use- 
ful because it enables him to ride con- 
veyor belts, reach high girders, or wait 
safely below ledges. Darkwing’s armed 
with unlimited ammo for his trademark 
Gas gun (a basic pea-shooter), but he 
can also find Arrow, Thunder, and Heavy 
Gas cartridges for temporary use. Dark- 
wing's last move, totally original and to- 
tally cool, is the Cape Barrier defense. 
Just hold down Up and he can deflect 
most enemy fire! 





wre ee 

epyer 
PROTIP: ayaaiie can yore hidden bonus 
Stages by shooting in the air and touching 
the Go! icon if it appears. Inside these 
bonus stages, your best strategy is to stay 
in the middle of the screen, shoot the cap- 
sules which fall from the sky, and grab on- 


ly the important power-ups and 1-ups. 


Usually, DW’s feathered fears come to life 
once per episode, which means he’s on- 
ly got one felon to fry at any given time. 
Well, in this NES cart, Darkwing’s in for 
septuple trouble. Seven sneaky scum- 
faced scoundrels are pilfering St. Ca- 
nard’s finest locales. To make a long sto- 
ry short, if Darkwing doesn’t bag the 
crooks and throw them in the slammer, 
he’s a duck outta luck! 

DW takes on the first three villains, 
Quacker Jack, Wolfman, and the Liquida- 
tor, in any order. Quacker’s fowling up the 
construction of a Bridge, so Darkwing 
must negotiate cranes, hooks, pulleys, 
buzzy beetles, and bats to track him 
down. Wolfman’s haunt is Downtown, so 
watch out for the full moon’s psycho ef- 
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PROTIP: To avoid this rafter bat, jump to- 
wards it onto the next hook. Then quickly 
jump back to your original safe spot and 
let it fly by you. 


fects! Liquidator’s swiping valuables from 
the Underpass, and his sewer gators are 
a real crock for DW. 





PROTIP: This tortoise terror is a snap to de- 
feat. Wait ‘til it nods its head rapidly. Then 

leap over its shell and shoot the turtle with 
a few Gas bursts. 







PROTIP: You can’t get rid of these pesky 
clown ducks. Shoot to stun, then leap over 
them and highiail it outta there. 


Next, Darkwing takes his pick from 
three more loony goonies - Brushroot, 
MegaVolt, and Moliarty. Brushroot is 
holed up in the Woods outside of town. 
MegavVolt’s thieving duck thugs are rob- 
bing warehouses along the Wharf, and 


Moliarty’s taken over a Tower high-rise. If 
DW dispatches that trio, he’ll take on the 
last and the worst on his hit list - Stee! 


Beak and Beak’s FO.W.L. floating fortress. 


PROTIP: Duck-eating plant traps abound in 
the Forest. Deal with it, Darkwing. Jump 
forward and nail the stem. Leap back and 
dodge the petal. Then move in and do it 
again. 


PROTIP: To knock off these crew-cut ma- 
chine gunners, which appear late in the 
game, hang from a hook when they open 
fire. Jump down and blast off a few shots. 
Then return to your safety hook and repeat 
the process. 
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PROTIP: Darkwing despises these rit 
imitation, evil, caped ducks. To take ‘em 
down, stand still and block their fire with 
the DW Cape. Then do the Gas thing. 





PROTIP: Be sure to om this Heart Briet- 
case before you take on Moliarty! 


Darkwing TV show fans will freak 
over the sharp, colorful graphics. 
Even our hero’s oversized floppy hat 
and flashy outfits are intact! You’ll even 
recognize the theme song, sorta. 
Much like his Disney video game 


predecessors, Darkwing’s cart 

? is great 8-bit action enter- 

tainment. The gameplay’s 

rn) a ok solid, and the Challenge 


is set for intermediate 
gamers. A two-player option, like in Chip 
‘n Dale, would have been appreciated. 
But, hey, those are the breaks. 
Capcom usually leads the charge in- 
to NES gaming fun, and Darkwing 
makes his move with flying colors! 


GamePro's Game Rating System 


SOS 6a 


Graphics Sound Gameplay FunFactor Challenge 
Darkwing Duck by Capcom U.S.A. 
$49.95 
Available May ‘92 





25 





aE 


? ..% ? 2 
eikimti an 
faa > tee shh 


,@ 
3 
' L3.4 





Climb the cranes to grab this free Dark- 
wing in the — area. 

Bonus Stag 

Just past the qu shoot in the sky and 
touch the GO icon to enter a bonus stage! 


Bo nk Quacker Jack 





Move fast through the rafters and hang 
just above Quacker Jack. Douse the vil- 
lain with Heavy Gas, but don’t slip up on 
the banana peels. 


Scootin’ through Center City 


eae EL 
napia [re ns | t 





To avoid naling laid to rest ona bed of 
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spikes, run, er, waddle as fast as possi- 
ble aboard the big wheels. 


Throwers 
When a mole pokes its Heat sia of the 


ground, turn on your gas gun to zap him 
before you’re scorched. 


fe WHINAHecn Tha Cla a8 
Extinguisn wie ridiMe 


Hop on the balloon pump’s handle sev- 
eral times to inflate your ride. You’ll need 
Arrow Gas to snag the two extra lives 
midway through the stage. 





Darkwing’ S worst fears come out at 
night, and Wolfduck’s a mean canine 
when the moon’s in full bloom. Shoot 
Wolf’s crates and wait for the clouds to 
cover the moon. Then snipe-shoot the 


normal duck when he turns tail. 


Cruisin’ the Underpass 





Use Arrow Gas platforms to reach this 
secret passage. Keep moving, jump on the 
floating platforms, and claim your 1-up. 


To see in the Underpass flip, the light 
Switch. Look for and memorize the posi- 
tions of the switches. Hop from one 
switch to the next to survive. 
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Take a ae 1-up below the ledge. Fall 
off the side of the overhang, then hook 
back to ae with “ey control pad. 


30 Li fle 1e | iqui 





re Liquidator hides i in the males sewer 
waters. When he emerges, shoot quickly 
with Heavy Gas. Then jump away and 
avoid the two flying fish. Repeat this pat- 
tern for an easy win. 


_ pata the Woods 


ein eb ee back from the dog 
houses and open fire. If you walk within a 
few yards of the houses, a bulldog will 
take a. chomp on your behind. 





Fall down the waterfall, then swing right 
and walk behind the water. Reward your- 
self with a valuable 1-up. 

oldier Salute 
om the tin soldier's head. You'll decapi- 
tate the enemy and reveal a mischievous 
rodent. Finish the rat with your gun. 


ee ee 


Beat Brushroot 

Don’t freak out, Darkwing. Duck and lie 
low at the bottom of the screen, then peg 
Brushroot with Arrow Gas when he 
swoops within range. Use your Cape to 
dodge the tree gremlins. 


Fall, Don’t Jump 





Fall directly off this conveyor belt and 
grab the hook. Don’t leap, or you'll bump 
your beak on the spikes. 

Meet the Genies 

Squat and shoot the duck genies when they 
pop out of their lamps. Then duck to avoid 
being buzzed by the magic carpet ducks. 


1-Up 





Flip over the two Wharf overhangs to 
take this hard-to-reach extra duck. 
Fry Megavolt 


ge ee 





Watch out when Mesavol chsseaee.b ae 
his electricity gun. When sparks fly, jump 
to avoid getting a hotfoot and use Thun- 
der Gas to crash his party. 








ji ath a 


SAU AY 


To snag this 1-up, soar on the chains and 
levers at the tiptop of the tower. Then climb 
past the turtles to avoid being shelled. 


=e Another 1 = 





Climb up a ladder of Arrow Gas stairs to 
earn this tricky extra life. 


Master Moliarty 





Moliarty’s S ‘holed upina kitchen inferno 
that’s replete with pots, pans, stoves, 
and other dangerous contraptions. Shoot 
Arrow Gas as he zooms by you and 
move around the room in a circular pat- 
tern to avoid the heat. 
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Move and Shoot 

Duck under the cannon fire, then stand 
and shoot the operator. Inch towards the 
area's exit with this slow-but-sure strategy. 


Flag a 1-Up 





Attach an Arrow to this pole. Then climb 
up and take the 1-up on the mast. 


Bonus Round 





Don’t fall here. Jump and shoot at the 
sky before taking the big plunge. You'll 
uncover a GO sign and a bonus round! 


Don’t toon out yet, Darkwing watchers! 
Stee! Beak’s on a rampage. But he’! 
soon be goin’ to the slammer in a Game 
Busters conclusion coming soon to a 


S.W.A.T:-PRO near you. 
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~— Sutekh’ Pines else Melliictsalalcaass 
that enable ‘him to advance and keep 
_ Searching. The game also has action 
scenes where Nightshade punches and 
___ kicks various enemies head-to-head. 
Cool graphics and a fairly com-:} 
elie mystery offset some pretty tinny, , : 
__ tunes, Turn em’ off. Nightshade isn'tas 
Challenging as Shadowgate or Solstice; 
but iS. nice case for first tin © 
action/adventurers. Here are a few voles 
Ce) So ' emirate p 
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we Sound Gameplay mens —s 


_ Nightshade by Ultra 
_ Price not available 
Available now 
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PROTIP: Watch out for this came? The 
moths have eaten away at it and there Ss 





ee Zim t the il move PROT: Go hentctovteats in fisticutts on 

until you're behind the wall. Then, = : phon vi To beat him, 
bea to the Candle an en he fires his gun and 

the Bomb blows, move him to knock hin out, * Papel 
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Scarab, Scarab, Who’s Got 
the Scarab? 

To find the Scarab, go to the Giant 
Flame. To douse the flame, operate both 
of the giant candles. Once the flame is 
out, leap over it and use the Ancient Coin 
on the Statue to receive the Scarab. 


; | 
it’s a Popularity Contest 





When you first reach the town, you’re 
gonna need to boost your popularity. 
There’s quite a few ways to do this: res- 
cue the girl from the burning building, 
stop the bad guys from beating on the 
aarclaMlamice)al@elmtaroRs)(@)(o Mme Vom talome ele pre! 
bone so he'll stop chasing the cat, or 
rescue the cat trapped on the pillar by 
ollTanleliave mtal=mrcle(e(c1m-lale mei lave mimerslial| ey 
Once the cat goes down the ladder, 
you’re popular enough to head for Vor- 
tex’s secret hideout. 


Use of Force 





You’re gonna need the four bate: bbaories 
to stop Sutekh’s power. You'll find the 
Force Gloves in Al’s Grocery store 
behind the brick marked “V.” The four 
Force Domes are in Vortex’s secret hide- 


inthe Museum, the Library, 


out. The hideout is underneath the — 
phone booth located next to the sports 
_ car. Operate the booth, and Vortex will 
_ let you into the hideout. Grab the 

- Domes. You'll need them to cover up 


the four objects that Vortex draws his 
power from. The objects are hidden 


Iii akse Veclatsielame-lare! 
the Art Gallery. 


ih 


oo ee 


Suttekh pile ious ree that act ES his 
power sources. To cover them with the 
four Force Domes, you have to first know 
what you’re looking for. So...in the Muse- 
um, cover the Diamond. In the Library, 
cover the Glowing Manuscript that you'll 
find in the secret passage. When you 
locate the book that says “book” instead 
of “books,” open the passage by hitting 
Button A. In the Mansion, cover the 
Crown. It will appear when you operate 
the marked brick. In the Art Gallery, cover 
Sutekh’s Statue. It’s to the right, past the 
al) spinning statues. 


One Down, ae) Go 

If you manage to defeat a crime boss - 
before you go hunting for the power 
objects, there will be one less power 
(o)e) [sem (oneel-18 
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How to Find Sutekh 
To enter Sutekh’s lair, you need to defeat 
each of the four crime bosses and get the 
Staff of RA and RA’s headpiece. The first 


crime boss, Golaith, is located in the 
green building with the bouncer outside. 








. isgze , 





Ninja Princess, the second boss, is inside 
the Chopstick and Shuriken Restaurant. 
The third crime boss, Lord Muck, is inside 
the Pyramid Club. The final boss, King 
Rat, is down in the sewer. The Staff of RA 


and the Headpiece are inside the building 


Mitamtalon ey-lal else (0 lime (ere) ar-laomtaromalialts| 
guard. When you've got all of these items, 
head for the graveyard for your final con- 
frontation with Sutekh. 


GENESIS 





By Earth Angel 


Genesis and Master Sys- 

tem gamers remember Alex 
Kidd, star of numerous Sega 
adventures. Well, now there’s a new Kid 
on the Genesis block — Kid Chameleon. 


> 
Sea, 
* 2, Ny 





In Kid Chameleon folks everywhere are 
playing a dangerous game called Wild 
Side. Wild Side’s hologram world creates 
a reality of its own. Lately, gamers who 
walk on the Wild Side aren’t coming 
back. It’s up to one kid — Kid Chameleon 
— to take on Wild Side’s nasty boss be- 
fore every kid is kid-napped. No kidding! 

Kid Chameleon features multiple lev- 
els of vertically and horizontally scrolling 
action for one or two alternating players, 
who use Alex Kidd-style jumping and run- 
ning. There are four stages in the game. 
Each stage has 17 radical levels with gor- 
geous graphics and a bad boss. In each 
level, the Kid must find the flagpole to 
Clear the level. Sound easy? Not! Each 
level is a strange and mysterious world 
filled with obstacles: ice caverns, water- 
falls, and beasties such as fire-breathing 
dragons and fearsome lions. The dragons 
and lions threaten to do serious damage 
to Kid Chameleon’s health. 

It gets better. Each level is also filled 
with hidden secret rooms, tunnels, and 
other surprises. There’s more than one 
way to escape from many rounds. If the 
Kid finds a Telepad, he can use it to 
warp to other areas of a level, or even 
other areas of the game. 


Our hero, Kid Chameleon, is tough on his 
own. He runs fast, flips up onto objects, 
and jumps on top of bad guys to do 
them in (a la Alex and Mario). The Kid has 
a Life Bar and takes a hit each time one 
of the bad guys bops him. When his life is 
gone, so is the Kid. You begin the game 
with three lives and three continues. They 
won't take you too far in this game. 
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PROTIP: Look before you leap! Hit Down on 
your control pad and the screen will shift, 
giving you a view of what's below. 


Fortunately, the Kid has a few tricks 
up his sleeve...err, hat. Kid Chameleon 
can use his noggin’ to bust breakable 
blocks. When these blocks crumble, they 
often reveal secret power-ups. Most of 
the power-ups are special Diamonds, 
which the Kid collects. When he’s in 
trouble, he activates their special powers 
to perform such nifty tricks as the Circle 
of Doom {kills any enemy it touches) and 
the Samurai Haze (slows enemies down). 






Snag a clock to buy some extra time. 


Other power-ups include: Clocks (which 
add three minutes to the Kid’s time), 1- 
Ups, and Coins for extra continues. 





PROTIP: There's two easy Continues hidden 
in Under Skull Mountain I. The first is lo- 
cated in this pyramid of blocks near the 
beginning of the round. 





PROTIP: Run and make a super high jump 
fo snag tricky 1-Ups like this one in the un- 
derground tunnel of Blue Lake Woods I. 


PROTIP: Thinks looking bleak? Grab a new 
mask or hat ! Every time you do, you're ful- 





ly powered -up. Don’t forget that the lron Leh pA i | 
Knight can take five hits instead of three. at 
The second Continue is found on this little 
ledge halfway through the round, 
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entail. 


Every once in a while, the Kid busts 
a block and reveals a Helmet power-up. 
This is why he’s called Kid Chameleon! 
These Helmets include the Iron Knight, 
the Berzerker, and the Cyclone. When 
the Kid dons a Helmet, he transforms in- 
to one of nine different characters - each 
with a unique power. For example, Mani- 
axe turns the Kid into a Jason look-alike 
who tosses deadly axes at the bad 
beasties. The Micromax Helmet turns Kid 
Chameleon into an itty-bitty bug who can 
squeeze into tiny areas and climb walls. 


PROTIP: Snag this 1-Up, located just above 
this disappearing ledge in Under Skull 
Mountain I. 





PROTIP: The trick to rival in the area 
with the moving wall (Hills of the Warrior I) 
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is to grab the second power-up block and 
you'll become the Red Stealth. Then run to 
the right as fast as possible. Do not stop 
for anything! 

PROTIP: Red Stealth, the Samurai with the 
sword, can attack enemies through walls 
without any danger to himself. 
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PROTIP: Surviving Stage 1’s Sinister Sew- 
ers is as simple as becoming Mircomax 

and heading to the lower right-hand corner 
of the level. 


lt takes a while to realize that Kid 
Chameleon’s not just another pretty face. 
The graphics in the first series of levels 
are breathtaking, but the levels aren’t too 
tough to defeat. As the game progress- 
es, the challenge gets tougher and 
tougher. Strategy comes into play when 
you must decide which hat gives the Kid 
the lift he needs to beat the area. Then 
you realize just how BIG the game actu- 
ally is. You start to search every secret 
nook and cranny for the power-ups that 
are going to give the Kid the staying 
power he needs to make tt! 

Kid Chameleon has a clever combi- 
nation of Alex Kidd’s best games, puzzle 
Strategy elements, and arcade-style ac- 
tion. The game introduces enough differ- 
ent faces to please almost all gamers. 
One of the hottest Genesis action to hit 
the Winter's Consumer Electronics Show, 
this Kid is sure to give you your money's 
worth. Hey, would we kid you? 


GamePro's Game Rating System 
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Kid Chameleon by Sega 
$59.95 
Available now, 8 megs 
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that Cuisinart wall on your tail, you'll want 
to head right as fast as possible. Hint: 
avoid the spike trap on the hill. 
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Crystal Crags Il: G 


a 


Hey, Kid, you’re gonna have to be some 
chameleon to beat this game’s jillions of 
levels. To give you a head start, here’s our 
Strategies for the first half of the game. 


et Red Stealth and 

run to the right until you reach a pile of 
a S| | blocks. Using Red Stealth’s sword, 

Sinister Sewers: Jump across the plat- break through the blocks. The flag isn’t 

forms at the top of the level. When you far from there. 

can't go any further, drop from the plat- 

form to reach the flag. 






Under Skull Mountain Il: Run left and 
fall off the first ledge without grabbing 


any morphing masks. Use the Teleporter Shishka Boss: Get Maniaxe in the cavern 






Pad. Charge through the hidden level Lk Wee a at the top-right of the level. Try to get onto 

and use the other Teleporter Pad to warp CryStal Crags: Take the lower cave and the platform directly below the cavern. 

straight to the next level. become Micromax to climb the steep This platform is a good place to stand and 
7 : wall. Continue right, and then climb toss axes at Shishka’s three heads. 









another steep wall. A Berserker is hidden 
in that area. Use him to break the blocks 
barring your way to the flag. 










Sy ee ee . 


Isle of the Llon Lord: Be sure to get a 
Knight as quickly as possible. The Lion 
Lords are tough and you’ll need the max- 
imum hit points. The best strategy is to 
avoid the Lion Lords altogether. 


ii 


as 
Hills of the Warrior: Stay on the highest 
platforms. The bottom of the level is 
designed to slow you down and, with 
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Whispering Woods Il: Use the lron 
Knight to climb tall walls in the woods. 


Hoverboard Beach: Get Skycutter and 
flip upside down to surf the bottom of 
the platforms. Head right and watch out 
for the hands that try to grab you. When 
you run out of surfable platforms, you'll 
fly up, hit another platform, and then fly 
left. When you reach the fork, take the 
middle passage. Keep going left and 
watch for a hole in the ceiling. 













Coral Blade Grotto: Use the bouncing 
blocks to jump up and break through the 
ceiling of blocks. 





Boomerang Boss: The best strategy for 
Boomerang is the same one used on the 
Shiska Boss. Get Maniaxe, and toss 
axes at Boomerang’s heads! 


te 


a 


Forced Entry: Don’t grab the tank! Instead, 
drop through the floor and move to the 
right until you find another hole in the floor. 
Be sure you drop straight down the second 
hole because the flag Is right below. 


Lion’s Den: Get Maniaxe at the begin- 
ning of the level. After you jump on the 
first platform that’s attached to the 
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mountain, head right into the mountain. 
Keep going and use the Teleporter Pad. 
This shortcut puts you much closer to 

the flag. 






eo 
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hand side at the beginning of the level 
holds many secret items, including a hid- 
den Micromax to make this level much 
easier. Use the launch pad to reach this 
treasure area. 


i: an. 

Nightmare Peaks II: Get Cyclone at the 
beginning of this level. Now, go right until 
you reach the chasm. Tornado up the 
chasm and go left over the spikes. The 
flag is close by. 






Bagel Brothers: Use EyeClops to find 
the hidden morphing masks on this boss 
level. The hidden masks give you more 


hit points to fight the boss heads. 


33 





¥. 


US 
» @ If you're a Genesis owner 

Kp, with a fancy for horror, 
*=" stop, look, and listen. You're 
gonna’ love what Namco’s whipped up 
in their development laboratory. 

Rick, star of the original gushy, 
gooey Splatterhouse for the TurboGrafx- 
16, is back for an encore performance in 
Splatterhouse 2 for the Genesis. Once 
again, Rick’s trapped inside the Mayan 
Mask of Terror. He must endure the 
questionable good/evil powers of the 
mask and use them to rescue Jennifer 
from the evil spirits who've captured her 
in Part One. 
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Ricky's got a gun! 


Only in Your Nightmares 
Namco welcomes you to this nightmar- 
ish action/adventure with a creepy ani- 
mated sequence. It first re-hashes the 
original Splatterhouse story, and then 
sets the scene for Part Two. 

There are nine stages in this blood 
and gore marathon. Your fun begins 
when you wake-up in the yard outside 
the house where Jennifer's trapped. Bare- 
ly out of your comatose state, you’re im- 
mediately greeted by the unwelcoming 
committee! They’re a ghoulish-looking 
gang with a passion for nibbling on limbs. 
PROTIP: Destroy the Stage One boss by po- 
Sitioning yourself beneath its belly and 
hammering it over and over again. 














PROTIP: Wait until the Stage Two boss : 
out a purple biob. Just as the blob flies to- 
wards you, bust a jump kick into the crea- 
ture’s eye. 












i - PPE erm sali a SETTER SETI een 
ELE 6 


spikes, as long as they aren't fully protruding, 


Brute Strength ‘ 
Feeling offended by the carnivorous 
greeting?! No problemo. You’ve got the 
physique of a hormone-pumped Mr. Uni- <_ 
verse, plus the agile moves of a dancer. ™. \). 
Your talents include: body-caving Punch- | @ ; 
es, Low Kicks, Slide Kicks, and Jump 
Kicks. Put together, these moves make 
VolU ie Wa(e)(e-m om el-i-e.(e ae miVilep 

In some stages, you come across 
an item (a Pipe, a Bone, or a Potassium 
Bomb) or a weapon (a Shotgun or a 
Chainsaw), which you can pick up and 
use for protection. However, don’t expect ‘\ 
these formidable aids to make your jour- 4 ) ai 
ney a cake walk. Each item and weapon ~ / : 
is available on a temporary basis, and 
they can’t be used in combat against 
stage bosses. 


The Pitter Patter of 
Splattering Feet 

Once you make your way through the 
“garden of bleedin’,” it’s back into the 
house of horrors via a secret elevator. 
From here you fight your way through var- 
lous rooms in the house. About halfway 
through the house, you encounter Jen- 
nifer’s spirit. Don’t let this fool you into 
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oe | ininking you’ve won the war. Just as you 

‘ reach out to grab her - WHOOSH - she’s 
snatched back into the pits of doom. Par- 
ty on to the murky swamp and a 
psychedelic pit of purple flames. 









PROTIP: Remain one Dato Lod Wd of t the oc- 
topus in Stage Four by making multiple 
Slide Kicks. 





PROTIP: If a skull-ghost grabs you when 
you travel through Stage Four, stop and 
wait for it to retreat. The ghosts have a re- 
verse effect on your gameplay controls. At- 
tempting to move may confuse you and 
cause you fo fall into a pit. 


Flesh-Eating Fun 





PROTIP: Keep a close eye on these glass 
cases, If one begins to vibrate, take it as a 
sign. A Zombie is about to break out and 
attack, 


Good to the Last Chop 
lf you missed out on the fun of the origi- 
nal Splatterhouse, don’t miss out on 
Splatterhouse 2. It’s a bit on the gooey 
cacao little devils ae as side, but don't let that bother you. If you 
can’t appreciate Splatterhouse’s gross- 
Aside from the occasional severed arm out factor, you can surely appreciate its 
and man-eating tadpole, the majority of other redeeming qualities, which include 





___-your battles are fought against three awesome graphics, neato sound effects 
~~ main types of creatures: Zombies, and music, mondo challenge, and non- 
___Sereaming Mimis, and Ghouls. When thumb-threatening character control. 

ES “a u hear the Mimis scream, you’d swear If you've ever wanted to seek re- 
they'd voice trained with Michael Jack- —_yenge on all those early childhood closet 
son. The Zombies and the Ghouls, on monsters, now’s your chance to do it vi- 


the other hand, are just plain foul. Their Carigusly through Splatterhouse 2. Good 
collective forte’ is spitting rotting gobs Of 45 the Jast splat! 


flesh at you. Yum, yum! 

One-on-one, these creatures aren't GamePro's Game Rating System 
terribly menacing. Unfortunately, they tend 
to travel in packs. This makes the going & 


cf Me Wi ae ae 
pretty rough. However, you soon come to 


appreciate these large gangs of enemies, Graphics Sound Gameplay FunFactor Challenge 
especially if you love a good “gross-out.” 





Each time you deal a fatal blow to a crea- : | sap 
ny, ~ ture, you get the fully detailed, technicolor Available July '92, 8 megs 


effect of them splatting and oozing in ev- 
i ry direction. Pretty cool stuff! 
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When the Stage I! boss spits, jump over 
his greasy blue saliva and kick him in his 
vulnerable eyes. 
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Use the first pit you come to in Stage | to 
your advantage. Before jumping over it, 
let the monster on the opposite side of 
the pit fall into it. He'll get munched by 
























the pollywog monsters. | Re ee 
Blob Explosion Punch the purple people eaters into the 
emer acen water and they'll melt like Oz’s Wicked 
vases i Mn Witch of the West. 
Chain Saw Massacre 


Stand back after you beat the first blob 
of a boss, He explodes and the green liq- 
uid that oozes out of him will kill you. 





orirsarap oeriiatenreme ete a 


After you punch the weapon, pick it up 
and use it! 








Mi Ok nieiR arte 


In Stage II's elevator, stand near the cen- 
ter of the platform, The green slimys will 
(o]co) eMele)iVaneyamial-M(ciim- laren lelalacy(e (ech e]mm 


lackelaleieacacia Use your slide kick move to beat this 


Stage IV monster. 
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Grab the — off the wall to blow 
away oncoming creeps! 


Perverse Preserves 


te ee: 





“a, SGOHE eee? 





€ iEbates = atad 
When a jar starts to wiggle, its contents 
are about to jump out and attack. 


eel ere 
| on EE BS 


Sere eee oars a eesees skal auld aaa aa 
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lated meanies and use them to kill the 
creep controlling the protruding spikes. 
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Pick up the severed heads of these muti- 


isso 
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Fi aA :" a 
‘ 2 ¥ : 
4 ra "29. FF 
S. ae 
pas 3 S98. 
—— F. * 


au Se) ai, you can bk up a loose vial 


and throw it back at Stage VI’s lab lobber. 
Eyeing the Waters 


semSCORE —— Sc a an <> 


3s 2 Aga ie = 
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by ~ ===>: ~— 
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PSS 
Punch the flying daggers. Then at 
them up and throw them at Stage VII's 
tentacled Cyclops’ eye. 


— With Dogs 











B.LEFE Bee Bed i TEN 

When dog heads start falling from the 
sky, move out from the center of the 
screen. Stage VIl’s bloody boss drops 


down there. 
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a A, The heat's on the SNES 
at 4 streets, and word is that the 
G Sa Black Shadow Warriors are 


back in town. That means the Double Drag- 


on boys better be super — and they are! 

In Super Double Dragon by 
Tradewest, longtime video victim Mari- 
an’s taken steps to protect herself. She’s 
a policewoman, a student of kung fu, 
and a part-time instructor at the Lee 
Brothers’ Double Dragon dojo. However, 
she hasn’t lost her knack for getting into 
trouble. That’s bad news for Marian, but 
good news for Double Dragon fans 
everywhere. During an undercover nar- 
cotics operation, she’s nabbed by the 
infamous Black Shadow Warriors, who 
are now into drugs. Billy and Jimmy Lee 
do more than just say no to that! 





Billy and Jimmy are mad as heck! 


Bad to the Bone 

Super Double Dragon is one of the best 
beat-em-up adventure carts to stomp 
through the SNES yet. You toss fists and 
feet of fury across seven bruising mis- 
sions in sharp, side-view, horizontally- 
scrolling, street fighting action. As in the 
NES versions, one or two players can be 
one or two Lees. Player Two can buy-in 
at any time. 








PROTIP- In two-player games, protect your 
buddy’s back. Also, Warriors who attack 
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sides vulnerable. 





Double seins oe a well deserved rep- 
utation for vicious video back alley 
fisticuffs, and this installment doesn’t 
disappoint. The Lee’s standard arsenal is 
serious stuff: two punches, seven kicks, 
and a knee drop once a bad guy is 
down. Of course, you get their famous 
Double Dragon grab-hair combos, too. 
This time, there are five, which feature 
knee kicks and elbow punches in all the 
vulnerable spots. 

PROTIP: When a Warrior tries a jump kick, 
hit him while he’s in the air. 


PROTIP: You can attack Warriors offscreen. 


PROTIP: When a hit staggers you, some- 
times you can move again after you take a 
second blow. 





PROTIP: When you're sandwiched between 
Warriors, try to use an arm lock. The War- 
rior at your back politely holds his attack 
until you finish pounding his pal. 

Super Double Dragon’s standout 
move is a unique and totally cool defen- 
sive technique, that enables you to grab 
a bad guy's arm with a single button 
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your partner from behind leave their back- 








press. From this arm lock position, you 
can bust five nasty moves 4a la Bruce 
Lee, including a machine gun kick attack 
and a rapid fire back punch. To add 
insult to injury, you can also toss your 
adversary at his crew. 

If you feel really cocky, you can build 
up a Power Gauge, that enables you to 
unleash four Special Techniques: the 
Roundhouse Kick, the Round Back Fist, 
the Jumping Round Kick, and the Jumping 
Back Round Kick. Building up power (by 
holding down L or R) during heavy fighting 
takes time, so be prepared to take mucho 
hits wii you dees! the alanis 





Whomp the speed bag for tricky fighting. 


The crisp controls deftly place all 
this awesome muscle power at your 
finger tips. Billy and Jimmy can kick 
Shadow Warrior butt as fast as your 
fingers can fly across the control pad. 





Def Gangsters 

As always, the Black Shadow Warriors 
are the willing targets of the Lee Brother 
vendetta. Billy or Jimmy can easily wipe 
up the streets with any one Shadow 
Warrior, but the creeps always gang up 
on you and their combined blows will 
take their toll. You face fierce guys called 
Steve, Williams, Jeff, McGuire, and Chin 
Ron Foo. When video game goons have 
weak names like that, you Know they’ve 
got to be bad! 

Beware. Some Shadow creeps 
carry weapons. However, if you make 
them drop their gear, you can grab it and 
use it yourself. 





PROTIP: Steve (the Schwarzeneggar clone) 
is tough. You must stay on the offensive 
and constantly vary your attack. Using just 
one technique is a disaster. 











PROTIP: In Mission 3, the Chins’ defense 
against kicks is murder. Move up and 
down as you punch. When one of your 
blows passes through their defense, stop 
and attack. If Mr. Chin picks up his D, 
move and punch again. 

The graphics are solid, but they 
won't knock you out. The background 
scenery could be anywhere. The Lees 
and the Shadow Warriors look SNES 
sharp. The smooth animation, however, 
floats like a butterfly and stings like a 
bee! There are no fancy Mode 7 moves, 
but watching the Lee boys stick and kick 
will pump you up big time! 


PROTIP: When Shadow Warriors toss 
weapons, they can hurt their fellow 
gangsters. Time your dodges. 


Pe 
SSa8 Ves Baek 
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PROTIP: McGuire’s a tough pam (literal- 
ly). In missions, take the high ground, then 
hit him as he tries to jump up to you. Be 
prepared to dodge his unstoppable flying 
spin attack. 





Stick it to the bad guys! 


The cart’s sounds don’t get in the 
way, which is good. The music’s fun, but 
you won't buy the CD. The effects are 
spare, but they enhance the fighting. 


Double Fun 

Super Double Dragon is one tough cus- 
tomer. If you like to talk beat-em-up stuff, 
you've got nothing to say until you beat 
this cart! Super Double Dragon kicks. 


PROTIP: The Nunchakus are the most 
devastating Warrior beaters. 


Familiar Sights & Sounds 

The seven Missions bust up some famil- 
iar-looking territory, including Las Vegas, 
San Francisco’s Chinatown, and the 
Golden Gate Bridge. You wind up at 
head bad dude Duke’s pad. 

PROTIP: In Mission 4, don’t fall off the trail- 


er. In Mission 6, don’t fall off the cliff. Try to 
stay away from the bottom of the screen. 











Super Double Dragon by Tradewest 
Graphics Sound Control  FunFactor Challenge 
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Intermediate 





Price not available 
8 megs 
Available October 92 


Beat-em-up 
Two Players 
Customizable buttons 
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Use Arm Locks by pressing B to block a 
punch. Whenever you grab one Shadow 
Warrior’s arm, it keeps the rest of the 
Warriors from attacking you! 


Here’s how to down most adversaries. 
Whenever you knock a guy down, he 
bounces twice across the ground. Jump 
Kick (press X, A) him right after the sec- 
ond bounce. In fact, Jump Kicks are very 
effective throughout the game. 


Use Up and Down to avoid hits in a 

crowd. When it looks like a goon is going 
to hit you, press Up or Down to move out 
of his way. This is especially helpful when 
someone tries to attack you from behind. 


Rages 





Your Blocks (press B) are effective 
against most offensive techniques, 
including swords. However, you can’t 
block weapons or Slide Kicks, but you 
can Jump Kick and punch weapons out 
of the air. 


Aa 
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Use your Punch to defend against Jump 
Kicks. When the bad guy’s in the air, 
press Y and you'll knock him down. 
Watch out for Roper’s Flip Kick, it’s 
impossible to block. 


Use a controller with turbo for awesome 
fighting. Press B to Block, and your Lee 
bro blocks continuously. The same goes 
for punching and kicking. No bad guys 
will be able to get a punch in. 
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You can freeze the Black Shadow War- 


riors. When you're surrounded by several 
creeps at a time, pick out one and punch 
him. When he blocks, move into him and 
Step on his toe. In other words, ease your 
sprite onto his sprite until your foot is 
even with his. That will lock him ina 
block. Now turn around and fight the 
other guys. The locked guy won’t move 
until you get them all. 
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The Blue Swordsmen are the toughest 
swordsmen. As you fight them, listen for 
the swishing sound. That means they're 
trying to pull their devastating overhead 
Jump Slice. Always try to knock off Blue 
Swordsmen first. | 
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McGuire, 


the fat clown guy, uses a devas- 
tating Flying Spin move. Watch his arms. 
When he lifts them as if he’s surrendering, 
he’s about to pull a spinner. 





Back up against walls to augment your 
defense. The bad guys on your sides will 
walk into the wall and then slide down 
into your punches and kicks. You can 
also jump off the walls to deliver some 
neat kicks. 
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Your most effective offensive techniques 
are Block and Grab moves. Press B to 
block. When a bad guy tries to hit you, 
grab his arm. Now press A (Kick), or Y 
(Punch), and you'll inflict twice as much 
damage on him as a regular kick or 
punch. Also, any other attackers stop 
moving when you use this move. Use it 
often. 


In Mission 2: The Airport, watch out 
when you walk downstairs. Gangsters 
on the other side of the railings can 
attack you, but you can’t get at them. 
Move out of their way. 





Inside Mission 3’s Kung Fu Academy, 
use the punching bag to beat up bad 
guys. Punch or kick the bag into some- 
one and it bounces them several times. 
Be sure to get out of the way, though, it 
can hurt you, too. 


Don’t kick the Chin Ron’s in Mission 3. 
Try to get all their assistants first, then 
tackle them. 
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When you knock a guy out on his feet, 
press Y as he wobbles. You'll grab his 
hair and beat him up good. It does more 
damage than regular punches. 


In Mission 5, use the Barrels. Grab a Bar- 
rel and wait until the gang bunches up. 
Throw the Barrel and you'll clear out the 
alley in no time. 





In Mission 5, try to have the Nunchakus 
when you walk up the metal stairs. You 
can stand on the stairs below the plat- 
forms and wack Warriors as they get 
Close to you. But, they won’t be able to 
reach you. 





The Boulder makes a great weapon. Pick 
it up and throw it at someone. Now follow 
it, pick it up again, and throw it again. 

Continue using this pattern. If you contin- 
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ually hit someone, you’ll usually find that 
the bad guys won’t catch up to you until 
after you have the rock in your hands. 
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Use the cliffs in Mission 6 to get past 
gangs. You can conserve your moves by 
timing a well-placed punch or kick that 
knocks a guy off the cliff. You can also 
throw them off. Sometimes, if you dodge 
their Jump Kicks, they fly off by them- 
selves. Be careful if you plan to use the 
Boulder near the cliffs, because you can 
toss it off and it doesn’t reappear. 


To jump across the gap in the wooden 
Suspension bridge in Mission 6, pull a 
Jump Kick as you press Right. Be careful, 
the slats fall away a few steps after that. 


vie y 





On the Mission 6 bridge, you can trap 
guys offscreen and to the right. There’s 
only one guy that can sneak by you. The 
Warrior in the green vest will cover up and 
try to inch by you. Get him before he 
does. If a bunch of guys get by you, don’t 
panic. Instead, use Arm Locks. The 
bridge Is so narrow that they can only get 
to you one at a time. 
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When you come up against the two Chin 
Rons in Mission 7, try to get the other 
fighters first. Then use Jump Kicks on 
the Chins. Be patient. Their blocking 
technique is very good. 





The tough Blue Swordsmen are a real 
pain on Mission 7’s flying rug. It helps if 
you can nail ‘em with a foe’s dropped 
weapon before you have to attack them. 





Duke, your final foe, has some tough- 
looking moves that hurt you. Try to knock 
out all his partners and then concentrate 
your attack on him. Knockhim down and 
then Jump Kick him mercilessly. 
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more) and four continues. 


Big Money! Big Prizes! 

/ Love It! 

Smash T.\V.’s not just about risking it all 
for the thrill of total carnage. Not only will 
you live if you win, you'll retire from ultra- 


Deen Cas fe 43, 
By The Game Show Host 
SS. With The Most 

oy 


ie ) Good evening, and 
BX thanks for tuning in 


aiiss Smash T.V! I’m The Game 
Show Host with the Most, and these are 
my beautiful co-hostesses, Trixie and 
Bubbles. Tonight’s Super NES telecast by 
Acclaim is guaranteed to blow | 
your picture tube out of the 
wall! So sit back, relax, and let 
the games begin! t 


Rules to Smash ) 
As always on Smash T.V., you ie 
get to play as one or two of our 
contestants, the Red Guy and 

the Blue Guy. Working alone or to- 
gether, you play the ultimate game 
show for the ultimate prize: your 
lives! (Heh heh, no wonder we get 
such high ratings.) Die-hard junkies of 
the arcade and NES broadcasts of 
smash T.V. will recognize our version as 
a direct translation, but even new-com- 
ers, especially those who blazed through 
coin-op classics like Robotron, can learn 
our rules and regulations fast. You better 
learn or you’re dead! 








violent game shows in luxury with all the 


Firing up the Airwaves 

As our lucky contestants, you get plenty 
of firepower to help you fight to the 
finish. You start with regular rapid-fire 
laser pistols, but they can scrounge up 
Grenade Launchers, Photon Guns, 





A shocking experience. 


speed enhancers, and the ever-popular 
Mobile Forcefields. The Super NES pad 
provides pin-point accurate controls. 
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VCR's, cars, toasters, and cold, hard cash 
your fists can grab. Look sharp or the 
prizes will slip through your fingers fast! 


- TORSTER <n 
lean. = 


Meet Mr. Shrapnel! 
Wait ‘til you get a load of our mutant hu- 
manoid masses here at Smash T.V. Red 
Guy and Blue Guy get gooey with gang 
bangers like the Club Creeps, Satellite 
Orbs, Cyborg Tanks, and everybody's fa- 
m= vorite explosive personality, Mr. Shrap- 
nel. All are captured in crisp over- 
head-view, splatter-happy detail. 
Each of our four levels of stage 
frights concludes with one of my 
associate mass murderers, such 
as Scar Face and Cobra Head. 
And to earn the Grand Champion 
trophy, you gotta dethrone me, the 










Get Smashed 


All nght, we gotta admit our show isn’t 
as graphically intense as some SNES 
broadcasts, but, hey, the digitized voices 
and stereo beats are 16-bit superb and 
the action’s right on target with the ar- 
cade original. Come on down and take 
your best shot at Smash T.V! 


GamePro's Game Rating System 


Graphics Sound Gameplay FunFactor Challenge 
Smash T.V. by Acclaim Entertainment 
$59.99 
Available January 
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To enter a Super Smash sound and 
voice test, enter the Options Mode. Next, 
press Button L, Button R, Button L, But- 
ton L, and Button R. Listen for the phrase 
“Bingo” to indicate the code worked. 
Then listen to the tunes! 


Super Circuit Warp! 
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Now you can Smash through this 16-bit 
blowout with a stage select code that 
enables you to pinpoint your starting 
position anywhere in the game. Enter the 
Options mode, and press Right, Right, 
Up, Down, R, and L. If the game shouts, 
“Bingo,” the trick worked correctly! 
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Now choose the number of players, and 
hit Start to fire up the Circuit Warp 


screen. You can even skip straight to 


M.C. Mayhem! 


Programmers’ Screen 


To catch a glimpse of the folks who pro- 
grammed this great game, use the follow- 
ing code. Bring up the Acclaim logo and 





hold down Buttons L and R. When the 


quill appears, also hold down Button B. 


two-player selection screen. Next, press 
Down, Button L, Button R, and Up. You'll 
enter a special option screen, SO pump 
up your credits! 


Enter the Pleasure Dome! 
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To chill with Super Smash’s most “plea- 


surable” ending, you must collect ten 
regular keys and five special keys. Prior 





Extra Credits 


Here’s a code to add seven extra lives 





and seven extra continues to your 


Smash TV arsenal! Bring up the one- or 
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to the Cobra boss, you'll unlock the Plea- 
sure Dome’s entrance and bask in the 
glory of toasters, cash, automobiles, and 
bazookas galore! Beat the M.C. boss 
and you'll start all over from the begin- 
ning. But the second time around, the 
action moves five times faster! 
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In the Conservatory, you can enter a 
secret room called the Privet by going 
left into the poles. 


THE COMSERVRTORT © 





Once you’ve collected the dollar signs in 
the Privet, snag the running shoes and be 
careful not to get hit on your way through 
the spiders. You'll need the sneakers to 
make the jump to the panel with the 
switch. Turn the switch by bonking it with 
your head. This will uncover the door to 
Thorn Pass (a shortcut). 








In Thorn Pass, fall onto the spikes to the 
right of the room to reach the switch 
buried within the poles. Don’t worry, the 


spikes will turn into a safe platform. Then 
head left until you get to the room with 
the switch. Turn the switch, and you'll 
find a pathway of blocks that spans the 
rest of the room’s spikes. 












After Thorn Pass, you'll enter the Long 
Garden. Fall from the first ledge onto the 
spiky poles and they'll turn into flat- 
topped poles. Then walk to the left of the 
screen to uncover two floors of hidden 
bonus points and 1-ups. 





When you’re under the tree, head down 
and left as far as you can go. Then take 

the floating grass patch down to uncover 
a room full of bucks and a flying Fez. 
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Once your pockets are stuffed with 
money, grab the Fez and fly your Fezi- 
copter to the upper right-hand corner. 
There you'll find mo’ money, 1-ups, an 
invincibility shield, and loads of hidden 
bonus points. 
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To defeat the Snowman who lurks in the 
kitchen’s freezer section, charge him and 
bonk him on the head before he releases 
his first shot. Then retreat and jump over 
his second shot. Wait until he turns into a 
snowball, jump him, and immediately 
prepare to avoid falling icicles. Then get 
ready to jump the snowball again, and 
repeat the steps until frosty fizzles. Your 
reward is the addition of a heart to your 
Heart-o-Meter. If you just can’t get past 
him, the password is 91H64. 
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To the left of Granny’s Stove, you'll find 
the Cookie Jar that contains mucho den- 
ero. Grab the cash with both hands and 
make a dash to the room that’s to the 
right of Granny’s Stove which is called 
Now That's Tasty. You'll find more dough 
there. Then, take the passageway on the 
bottom of Now That’s Tasty and head 
back into Granny’s Stove to reach a 
hard-to-get 1-up next to Granny’s Stove. 


To kick your game off with a bang while 
you're still outside the house, scoot left to 
the hangman’s noose and climb the rope 
to reach the Fez. Fly to the upper left- 
hand corner to snag an invincibility shield. 
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Then collect all the money around the 


house. After snagging all the dollars you 


can, check out both the east and west 
chimneys for 1-ups and greenbacks. 
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Kick off The Addams Family with 100 


33 ees 
2 gig 
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lives! The password Is: 11111 
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J. Douglas Arnold 


The ooky, kooky, and some- 
what spooky Addams Family has 
arrived for the SNES. Conniving Abigail 
Craven has imprisoned the Addams Family. 
As Gomez, you work hand-in-hand with 
Thing to find your family and stop Abigail. 
Gomez 
must explore 
the mansion to 
find the miss- 
ing members 
of his family in 
this side-view, PROTIP: From the start, head 


horizontally and eft to find a flying fez hat. 
vertically Then fiy up to the chimneys 


for 1-ups and money! 
scrolling, one- . . 


player, action/adventure game. Each family 
member is guarded by a boss behind one of 
the mansion’s doors. Gomez can search the 
mansion in any order he likes, but some 
areas are definitely less ooky and spooky 
than others. 

The house is infested with a wacky cast of 
baddies only the Addams could love. Gomez 
begins the game unarmed, but he can find 
golf balls and a sword. Search everywhere for 








m@ hidden rooms 

| and secret 

doors. After 

| Gomez 

| defeats each 

f=) Doss, he gath- 
Lurch plays some tunes. ers a missing 

family member. When he gathers all of the 

family members, he must search for Morticia 

in the underground vaults. 


PROTIP: Use the enemies to your advantage 
by bouncing off them to higher ledges. 


PROTIP: Bonus rooms are hidden every- 
where! Check above doors and through 
fake walls. 

Addams Family requires the same quick 
ducking, precision jumping, and hop and bop 
skills as the Mario carts. Great graphics, sinis- 
terly authentic sounds, and a monstrous level 
of challenge add up to a package that will 
make you happy...completely. If you're impa- 
tiently awaiting the next Mario adventure, The 
Addams Family will make perfect house 
guests in the meantime. 





The Addams Family by Ocean | 
Control  FunFactor Challenge § 







Graphics Sound 


INT. | 
5.0 5.0 5.0 5.0 Intermediate | 
Action/Adventure 









Price not available 
3 megs One Player 
Available Now Passwords 
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= His name's Monty: rodentus 
' investigatus (a secret agent 
of sorts), world traveler, and all 
around good guy, or in this case, Mole. 

While he was vacationing, Monty was 

whisked up into an alien spaceship, trans- 
formed into a super hero, and told he 
must free their planet from the evil Viarg by 
retrieving the stolen Scrolls of Eternal Life. 
Before Monty could protest...ZAP! He was 
in a strange alien world with a strange 
journey staring him in the face, and an 
even stranger name — Impossamole. 
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A Mole in Your Face 
lf patience is not your greatest virtue 
you're in luck, because this mole-on-the- 
move action adventure allows you to visit 
four of the five Zones - Orient, the Ama- 
zon Jungle, Ice Land, the Bermuda Trian- 
gle — in any order your heart desires. The 
final, secret level, where Monty butts 
heads with the Viarg-miester, can’t be 





reached until the others are conquered. 

_ There isn’t a single continue to be found. 
Passwords are given at the end of each 
Zone and a multitude of mini-moles (1- 
Ups) appear throughout the game, most- 
ly in very precarious spots. 
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Recycling Enemies 

A variety of monsters, including Monster 
Mice, Sneaky Snakes, Abominable 
Snowmen, and more, come with each of 
the Zones; Monty gets in their faces via 
his big power-kicking feet. After a few 
good kicks enemies are flattened into 
blocks, which Monty can then pick up 
and throw. 

There’s more to this mole than his 
feet, too. Monty can easily find and pick 
up Bubble Guns and Hammer guns. You 
needn't stretch your imagination to figure 
out the Bubble Gun. You pull the trigger 
and it blows bubbles. Better yet, once an 
enemy's been trapped inside a bubble 
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. for a few seconds and it pops - voila — 


they're transformed into point-valued 
goodies, which fall back to the ground. - 













Rodent Beauty Contest 
The overall big picture of Impos- 
samole is pretty darn good - 
not the greatest Turbo-graphics 
to hit the shelves. Nonetheless, 
Morty is cute and he goes into a great 
leg-twitching animated sequence when 
he’s knocked out cold. 
Mole-contro! would be a total breeze 
if it weren't for one, small thing. When 
there are sharp objects, such as bamboo 
spikes, or a very deep underground pit 
separating Monty from a scroll, you must. 
hit the controller very precisely in order to 
make the jump without Monty either be- 
coming shish-kebab or hitting his head on. 
the ceiling of the cave, it’s a bit ridiculous. 


In the Nick of Time 


The bad news is that it’s no secret that 
TurboGrafx-16 owners are hungry for ti- 
tles. The good news is at last a good title, 
lmpossamole, has arrived. In Impos- 
samole, NEC connects a cutesy whole- 
some animal hero with good graphics, ex- 
cellent sound, manageable challenge, and 
non-thumb-threatening. gameplay. You 
wont regret “digging” into Impossamole. 





GamePro's Game Rating System 





Graphics Sound Gameplay FunFactor Challenge 


Impossamole by NEC 
$61.99 
Available Now, 4 megs 





General Tips 


It’s a good idea to remain on the high-up — 


platforms. Once monsters walk off the - 
platforms, they don’t jump back up 
again. 

The enemies in this game regener- 
ate, so don’t waste your energy trying to 
kill them. The best strategy is simply to 
avoid them. 

Use destroyed enemies as projectiles. 
Run after them as they clear your path. 


Ooee1G0 





You don’t have to be at the bottom of a 


ladder to.climb it. Jump up in the air below 


the ladder, and pull up when you’re near it. 
Use this technique to avoid enemies. 

lf you don’t collect all of the scrolls, 
you can’t finish a level. You'll know: — 
there’s a scroll nearby when the game 
Says “find the scroll, Monty.” 


0613868 





Climb to the roof in the first stage’s first 
building, and jump back across the clouds 
towards the beginning of the level. You'll 
find a tree with a 1-up, extra health, and 
other bonus items. Leap off the tree and 
continue on. Continue to look for clouds. 
They frequently lead to secret areas. 









Watch for falling rocks in the - 
cave. You can tell which rocks are 
going to fall. They quiver and look 
out of place. Kick them after they drop. 
Sometimes you'll Uncover a bonus item. 

When you reach the water area, con- 
tinue right until you come to a room full of 
bonus items. Watch out for falling rocks. 


Be sure to avoid the spears. They'll 


- bounce you to death. 


In the ice areas, ice blocks quiver 


On the Ice level, be cautious 

of the doors in the walls. Ene- 
mies emerge from them at unex- 
pected times. 

Beware of icicles that hang from the 
ceiling. They quiver before they drop. 
Once they land on the ground, kick them 
for bonus items. 


865206 


before they fall. After they drop, youcan . ay 3 ‘ he 


kick them to make them slide across the 
ground and destroy enemies in their 
path. Be ready to jump — sometimes the 
blocks bounce back. 

Wait for the spear-chuckers to. 


freeze. Then duck to avoid the spears 


they hurl at you. 
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In the ice area, there is a spiked- 
pounding piston. Make Monty go under 
it, and he'll discover a 1-up. 


To find the scroll and a 1-up, take the high 
road at the beginning of the first area. 
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e snowball rolls 
be ready to jump over it. 


<< 


Search for clouds in the Bermuda Triangle 
level. They frequently lead to secret areas. 


Defeat the Bermuda Triangle’s boss by 
using the same strategy on him that you 
used on the rest of the aliens on this level. 
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. Remember that huge, hideous cerebral 
leader known as the Mother Brain?A 
- similar creature, Mother Metroid, is head 


of the space-scum pack in the sequel. 
Before you tackle her, you gotta slime 
through 40 (count ‘em) varieties of ene- 
mies, including such disgusting do-bad- 
ders as Hornoad, Needler, Arachnus, and 
- Gawron. Most are tiny-but-deadly wall- 
walkers. and dive-bombers, but other, 
more powerful nasties take several hits to 
dispatch. The Metroids, your prime tar- 
gets in each area, come in five shapes, 
sizes, and mutations. 

PROTIP: At the start of the game, proceed 
down and left from Samus’ space shuttle, 
polish off the Metroid with Missiles, and an 
earthquake will open a tunnel to Area Two. 
To pass later levels, press Pause to deter- 
em Ue 
your area, beat them all, and an earthquake 
will reveal a passage to the next area. 





PROTIP: Look for places where endless en- 
emies fly out of holes and shoot them over 
and over to recharge your life and missile 
meters. | 






PROTIP: A Metroid’s cracked shell usually 


means a real living, breathing, disgusting 
Metroid is hiding out nearby. 

PROTIP: If a swarm of enemies bogs you 
down, move quickly to make them disap- 
DOaTON Hen ses AF Fey we NO 
you no longer. | 

PROTIP: You can score a maximum of 
around 220 Missiles, but make sure you 
load up with at least 180 before you reach 
Mother Metroid. 


Saving Graces _ 

In addition to increased length, Metroid II 
offers a feature rarely seen in Game Boy 
titles: a battery back-up! Simply find a 
oo Save Station, ste Start, 





These pods are life sé savers. 
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made Metroid | 
history. While 
- we’re-on the sub- 
_~ ject of innovations, 
 Samusandthe = 

- Metroids alike are strike 
eves ingly drawn and animated 
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nology. Sounds and music 
are also above average. 
PROTIP: Just like the original, 
Metroid ll hides multiple game ending se- 
quences, To view the “best,” you have to 
eliminate Mother Metroid in under two- 
and-a-half hours. Tough but not impossible. 
Black-and-White Brilliance 
Rarely does a Game Boy cart come 
along that captures and holds your imag- 
ination like Metroid Il. It’s been a long 
time coming, but the sequel is well worth 
the wait. No word yet on whether the 
Metroids will infest the Super NES, but 
we'll keep you posted on the latest de- 
velopments from SR388. 


GamePro's Game Rating System 


Graphics Sound Gameplay FunFactor Challenge 


Metroid ll: The Return of Samus 
by Nintendo of America 
$19.95, Available now 
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Samus’ spaceship should be home base 
for your excursions into. SR-388. Return 
to the ship to restore your Energy and 
Missile meters anytime during the action. 


witeoc the stoned 





- On this ee in Level 3, take a ae of 
faith into the dark pit below. As you fall, 
hook to the left. Now grab the Spider 
Ball. It enables you to stick to walls and 
ceilings. How do you escape this pit? 
Just roll on out of there! 


Varia Aid 

At the start of Level 3, walk left to the 
second Save platform. Drop into the 
water, swim down and work your way 
right to the Metroid. Then jump up the 
tube and suit up with the Varia armor, It 
absorbs double damage. 


Bomb Me 


rs 
Midway through Level 3, proceed to the 
southwest corner of the cavern and blast 
open the door with five Missiles. Equip 
yourself with the Bomb and you can det- 
onate explosives while in Round Ball 
form. Use it here to claim an extra 10 


Missiles for your pack. 













Ice, Ice, Samus 





Unblock the door in Level 3’s southeast 
corner and you'll grab the Ice Beam. Use 
it to freeze enemy Metroids. Then shatter 
them with Missiles. 
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Refill Samus’ Energy meter after you blast 
through the sand barrier in Level 3. You 


Can return whenever you're wounded. 


Get Screwy 
You'll need the Screw Attack to survive 
Level 7. At the start of the area, walk up 


and left until you meet a Metroid. Contin- 


ue left and use the Space Jump. Ascend 
until you see the Metroid’s shell. Use the 
Spider Ball to climb the wall, bomb 
through the tunnel, and grab the Screw 
Attack icon. Now you can knock out 
enemies in mid-jump. | 


‘Master Mother Metroid 
Stand in the bottom-left corner of Mother 


Wi Ctrelekcaclaelare fire Missiles like Oey aoe 
to 0 blow her away. : | 

















The More the Merrier 
Be sure to buy the Heal spell for the 
Princess in Level Two. 


Nature’s Elements 


Make use of your knowledge of the 
Earth’s elements: 

Fire beats Wind (Eldor vs. Aya) 

Wind beats Water (Ratt vs. Werm) 

Water beats Fire (Dwayne vs. Morbi or Rus) 
The Earth element belongs to either a 
Healer or a Sorcerer. 


Out Source the Sorcerer 
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You can cause major damage to Bane or 
Nadar by sending a monster into battle 
after they cast their sleep or dark spell on 
you. The monster will do damage. Bane 
or Nadar will cast their sleep or dark spell 
on the monster and then you can return 
and battle them again. 


The Secret Source 
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Your Sorcerers’ Flash and Fire spells 
cause critical damage to Wind elements. 
Although, the Flash Spell causes more 
damage on opposing healers and sor- 





cerers. The Earth elements don’t have 
the will to fight, so always use their 
Spells, never Battle. 


Monster Mash 
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Stock up on monsters. They’re easy to 
kill, and they can battle for you when your 
Hit Points are low. They prove to be espe- 
cially handy with your weaker warriors. 
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You Take the High Road. I'll 
Take the Low Road. 





lf your warriors have to split up, try to 
evenly divide the Earth elements among 
them. You'll be covered on all fronts. 
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ae In Sega’s Crystal Warrior for the 
<= Game Gear, the evil Emperor 
Grym has stolen three of the four Crystals 
necessary to maintain harmony in the land. 
Princess Iris 
has the fourth 
Crystal, but 
Grym and his 
men are hot on 
her trail. 


Charge! PROTIP: The women are the 
Crystal Warrior toughest warriors in this cart. 
is a nifty little 

Strategy/role-playing game. You must learn 

to plan ahead in order to traverse all 30 
rounds. 

As the Princess, you really know how to 
“party.” You start out with a six-warrior team, 
but you can recruit more adventurers along 
the way and lead a maximum of nine into 
battle at one time. 

PROTIP: When you're shopping in town, 
always buy extra Healers when offered 
at the Inn. 

You lead your party in some rousing 
RPG-style combat. The CPU referees all 
fights via a point system. Even though you're 
just a spectator, the action’s fast and is 
accompanied by nice animation. 
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Every time 
| you defeat an 
opponent, your 
fighter earns 
Cash and sev- 
z= 2 eral Points. In 
4, = town, you can 

PROTIP: Keep your Healers by 11 types of 

far away from the action. Weapons and 
You'll wear down your oppo- 

nents while continuously ‘tmorand 
replenishing your Hit Points. 15 Spells. 
PROTIP: in town, before Round 4, be sure 
to purchase the Boost from the Magic 
Shop. It makes you invincible against the 
evil Healer. 


Peace across the Land 
Crystal Warrior's graphics are a good Game 
Gear fare, and the music won't cause 
headaches. You Game Gear peacekeepers 
will have great fun fighting your cause in 
Crystal Warrior. 


Graphics Sound Control FunFactor Challenge 
40 3.0 4.0 4.0 Beginner 
$39.95 Roleplay 


One Player 
Battery back-up 
























2 megs 
Available now 
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You’ l " tempted to jump over the first 
spiny tree you reach before entering the 
cave in Stage 1. If you do, however, you'll 
miss some fruit that will give you 500 
points. The way to get the fruit is to 
shoot the spiny tree and then duck 
immediately. The flying thorns will soar 
right over you. 
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You can fire in any direction while climb- 
ing a vine. Use this ability to kill beasties 
that attack from below or fly toward you. 
In order to land partway down the slope 
make sure you leap off the vine in Stage 
1’s middle cave. Otherwise, the burrow- 
ing beast will get you. 





After you jump off the vine, return to the 
flat platform and leap up to shoot at the 
ghost that’s attacking from the left. This 
will give you enough time to get him 
before he gets you. 


After you jump off the vine and act the 
ghost in Stage 1’s middle cave, stand on 
the ledge and start shooting to the left. 
You'll be able to kill the spider without 
being hit by his poison. 
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To defeat the Stage 2’s Cyclops Boss, 
move back to the step at the far left of 
the screen. Jump up and shoot as fast 
as you can. If bouncing eyeballs come 
your way, shoot them or jump on them. 





Stage y S ice B hlotk steps will fall from 
underneath you. Jump on the first step 
and then quickly leap to the next. Be 
sure to keep firing at anything that 
comes your way. 
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As soon as you see the Octopus. quickly 
swim down to his eye level. If you sneak 
in fast, you can start firing at him before 
he shoots at you. Position yourself in front 
of him and quickly fire. Be sure you have 
the technique down, or you'll be squid 
bait for another ‘pus later on in the stage. 


Stage 4’s Ice Elephant hurls tusks at you. 
Fire at him and jump quickly to avoid the 
tusks that come at you in a circular pat- 
tern. To make this mastodon extinct, 
establish a pattern of jumping and firing. 





To bring the Bouncing Bears down to 
your level, wait in the lower left-hand cor- 
ner of the screen and shoot diagonally 
upwards. If you try to proceed upwards 
before you blast ‘em, they’ll bounce the 
life out of you. 





Drop, don’t jump from this ‘alee When 
you step off the ledge, the burrowed 
creature will rush at you. Stomp on him. 





By Gideon 








Re ®e\ The evil wizard Vookimedio has 
=F =p kidnapped Miho and trans- 

~ formed Toki into a giant ape. Not 
only must Toki save his beloved, but he’s 
gotta UN the wen or he'll be walking 
on his knuck- 
les for the rest 
of his life! For- 
tunately, in his 
ape form, Toki 
is extremely 
agile, and his 
powerful ape 
breath can 
blast enemies! 
Hey, give the poor guy a break. Proper oral 
hygiene is the last thing on his mind! 


As Toki, you only have a limited amount of 
time to cross five dangerous lands packed 
with bizarre, nasty creatures that you must 
either avoid, ol with your ape breath, or 
Squash. 
Adventurous 
apes will 
have to 
climb 
through per- 
lous under- 
ground 
caverns, 
cross treach- 
erous forests, and even dive into moats filled 
with deadly sea life. Fortunately, you have 
four lives and two chances to continue play 
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from the same point that you've been 
trounced. There’s also a wide assortment of 
power-ups and bonus items that help you in 
your quest: rabbit shoes to jump extra high, 
oranges to enhance your ape breath, hel- 
mets for temporary invulnerability, clocks for 
more time and invaluable 1-Ups. 


Just like its arcade big brother, Toki is a 
beautiful-looking game. It utilizes the 
Lynx S full c color palette and paints smooth 
Hj animation and 
*) sharp, 
detailed 

= graphics. The 
=| MUSIC is light- 
=| hearted and 
unobtrusive, 
and the sound 
effects are 
clear, espe- 
cially Toki’s digitized “Yearrgh” each time 
he gets hit. The jump and shoot controls 
are easy to learn, so chuck the manual 
and dive right into the game. The action is 
fast-paced and requires many different 





Strategies 

and . 

moves GamePro's Game Rating System 

swin g In g Graphics Sound Gameplay FunFactor Challenge 
good $39.99 Action Adventure 
time! 2 meg One Player 


Available now 





Back Issues of GamePro! 
Don’t Miss Any of the Action! 


#3 (Sep ’89) Atari Lynx Preview 
#5 (Jan ’90) Double Dragons | and II 

#7 (Feb ’90) Insane Sports Issue 

#8 (Mar ’90) Phantasy Star Il, SuperGrafx Sneak Peek 
#9 (Apr ’90) Joysticks Review 

#10 (May 90) Bonk’s Adventure 


a 
tee 


a 


a « 
we ery = 
owe Fk 


#11 (Jun '90) NES Baseball Games, Dick Tracy Exclusive 
#12 (Jul 90) Teenage Mutant Ninja Turtles 

#13 (Aug '90) Michael Jackson’s Moonwalker 

#14 (Sep ’90) Fall Football Action, Game Genie Preview 
#15 (Oct ’90) Halloween Games, Castlevania I! 

#16 (Nov ’90) Gremlins 2, Mega Man 3 

#17 (Dec ’90) The Simpsons, Handheld Buyer's Guide 
#18 (Jan ’91) Annual Superstar Sports Issue 

#19 (Feb 91) CD-ROM Games, Game Boy’s Mega Man 
#20 (Mar '91) Comic Strip Games, Mickey Mouse 

#21 (Apr '91) Super NES Preview, Double Dragon III 

#22 (May 91) Battletoads, Game Gear Preview 

#23 (Jun ’91) Sonic the Hedgehog, 16-Bit Buyer's Guide 
#24 (Jul '91) Baseball Review, TurboGrafx-16 Buyer's Guide 

#25 (Aug ’91) Super NES Buyer's Guide, Spider-Man 

#27 (Oct '91) Star Wars, Super Ghouls ’N Ghosts 

#28 (Nov '91) The Addams Family, Castlevania IV 

#29 (Dec '91) Football Review, Bart’s Back 

#30 (Jan ’92) 56 New Carts Reviewed! 

#31 (Feb °92) TMNT Ill, Genesis Buyer's Guide 

#33 (Apr 92) 16-Bit Games for 92, Basketball Blowout 

#34 (May ’92) Splatterhouse 2 for the Genesis 

#35 (Jun '92) TAZ-MANIA, Beat-em Up Special Feature 

#36 (Jul ’92) Alien 3, Sega CD-ROM 

#36 (July 92) Sega CD; Exclusive Alien 3 Sneak Peek 

#37 (Aug '92) Universal Soldier for the SNES 

#38 (Sept. '92) Special Streetfighter Il Strategy Guide Insert, Part 1 


$3.95 Each Indicate issue number on order 


The First Issue of GamePro! 


Only a few copies remain of GamePro’s Premiere issue. This 
is the onginal and will not be reprinted! Complete your 


collection. Get ‘em while they last. 
$8.95 Each 
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Hot Tips, Tactics and 
Passwords! 


Handheld Video Games 


Power-packed ProViews and 
scintillating SWATS covering all 
handheld game systems! 


Handheld Video Games #1 (Spring ’91) | 
Complete Handheld Buyer's Guide 

Handheld Video Games #2 (Fall '91) 
Terminator 2, Faceball 2000 


Video Game Greatest Hits 


A collection of GamePro’s ProViews 
and ProTips Hits! 


Video Games Greatest Hits (Summer '91) Teenage Mutant Ninja Turtles 
16-Bit Video Gaming 
Jam-packed with the latest 16-bit news, reviews & strategies! 


16-Bit Video Gaming (February 92) 
Super Tips & Tactics plus Buyer's Guide 


16-Bit Video Gaming (May ’92) 
Buyer's Guide, The Best New Genesis Games 


$4.95 Each Indicate issue number on order 


Cool GamePro Products! 


NEW! GamePro Flying Disk 
This sleek black flyer is perfect for outdoor fun. $5.95 


NEW! GamePro Sunglasses 
Quality UV lenses. With imprinted case. While supplies last! $9.95 






















Cool 
Products! 





S.WA.TEPRO! 
Ay » Secret Weapons and Tactics! 
: One of our bestselling products! Tons 


of killer secret codes, passwords, and 
winning strategies for all game systems! 
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SWAT #1 (Fall ’90) 

Packed with awesome tips and tactics! on 

SWAT #2 (June ’91) a Se 

Special feature on Mega Man 3 = 

NEW! GamePro Croakies 
SWAT #3 (Sep 97) Keep your glasses where you can find them! Use them with your 
Special feature on Battletoads GamePro sunglasses. While supplies last! $7.95 
. $.W.A.T.PRO! SWATPRO (March '92) NEW! GamePro Watch —_ . 
Special Feature on Castlevania IV mye = Sane when it's “ss to hit the controller! $14.95 
' vamerro Certificates 
SWAT #4 (Sep/Oct ‘92) Surprise friends and family with video gaming fun! 
Special feature on TMNT IV #001—$5 Certificate, $5.00 #002—$10 Certificate, $10.00 
$4.95 Each Indicate issue number on order. 003-615 Certiicate, $15.00 

Please fill out the attached card and mail with your check or money 
order to: 


GamePro Products, 2421 Broadway, Suite 200, Redwood City, CA 94063 


ca 419-330-4PRO 


(No video game or subscription information available at this number) 


Fax Orders To: 415-493-6054 
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The GamePro Video Game Library! 


Get the competitive edge with these in-depth strategy books from the 
top gamers in the industry. These books cover it all. Order yours today! 


GamePro’s Streetfighter II Strategy Guide The Editors of GamePro 


Over 160 full-color pages of in-depth Street Fighter II tios and tactics for both the 


Street Fighter arcade game and Street Fighter II for the Super NES. $12.95 


GamePro Hot Tips: Sports Games The Editors of GamePro 
Over 750 tips for 75 incredible sports titles for Nintendo, Genesis and 
TurboGrafx-16 systems. 200 pages; full-color screen shots. $9.95 


GamePro Hot Tips: Adventure Games The Editors of GamePro 
Over 940 tips for 120 fantastic action titles for Nintendo, Genesis and 


TurboGrafx-16 systems. 205 pages; full-color screen shots. $9.95 
Nintendo Games Secrets Greatest Tips The Editors of GamePro 
Over 1,000 tips & strategies for over 200 Nintendo games. 205 pages. $9.99 
Super Mario World Secrets DeMaria and Meston 
Comprehensive guide to Super Mario World for the Super NES. $12.99 
Nintendo Games Secrets DeMana 
The onginal hint book for Nintendo games. 


Special controller section including U-Force and Power Glove.348 pages. $9.95 


Nintendo Games Secrets, Vol. 2 DeMana and Meston 
326 pages. $9.95 
Nintendo Games Secrets, Vol. 3 DeMaria and Meston 
320 pages. $9.95 
Nintendo Game Boy Secrets DeMaria and Meston 
Simply the best secrets to the most popular Game Boy titles. 263 pages. $9.95 
Nintendo Game Boy Secrets, Vol. 2 DeMana and Meston 
300 pages. $9.95 
Sega Genesis Secrets DeMarna 
290 pages. $9.95 
Sega Genesis Secrets, Vol, 2 Rusel DeMana 
290 pages. $9.95 
Sega Genesis Secrets, Vol. 3 DeMaria and Meston 
250 pages. $9.99 
Sega Genesis Game Secrets Greatest Tips The Editors of GamePro 
256 pages. $9.99 
Super Nintendo Entertainment System Games Secrets Eddy 
Detailed strategy guide for the Super NES! 300 pages. $9.99 
Super Nintendo Entertainment System Games Secrets, Vol. 2 DeMaria and Meston 
350 pages. $9.99 
TurboGrafx-16 and TurboExpress Secrets DeMaria and Eddy 


Instant mastery of the most popular games for beginning and advanced players 


270 pages. $9.95 
TurboGrafx-16 and TurboExpress Secrets, Vol. 2 Nauert and Eddy 
250 pages. $9.95 
The Official Guide to Mega Man (R) Schwartz 


The complete playing guide to the three Mega Man games 125 pages. $7.95 
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COMPUTE’s Conquering Zelda ™The Unauthorized Guide. 
Your guide to conquering The Legend of Zelda ® and The Adventure of Link (TM) 
115 pages. $7.95 


McCrary 


COMPUTE’s Conquering Super Mario Brothers® Schwartz 
Sizzling tips for defeating Super Mario Brothers 1, 2 and 3. 
136 pages. $7.95 
Castlevania® The Official Hint Book McCrary 
Hints, tios and solutions for all the Castlevania games. 199 pages. $9.95 
COMPUTE’s Guide to Nintendo®Aadventure Games Schwariz 
Clues for seven of the most popular Nintendo role-playing games. 
119 pages. $7.95 
COMPUTE’s Guide to Super NES Games Schwartz and Lesser 
277 pages $12.95 
Official Sega Genesis and Game Gear Strategies Sandler and Badgett 


The indispensable encyclopedia for Genesis and Game Gear games. 

352 pages. $11.95 
Official TurboGrafx-16™ Game Encyclopedia Sandler and Badgett 

Strategies for many of the hottest TurboGrafx-16 games. 288 pages. $9.95 
Ultimate Unauthonzed Nintendo Classic Game Strategies Sandler & Badgett 

The definitive hint and reference book for 98 Nintendo classics. 

288 pages. $9.95 
Ultimate Unauthorized Nintendo Game Boy Strategies Sandler and Badgett 

The essential Game Boy reference, covering over 60 all-time classic adventures. 


288 pages $9.95 i 
Ultimate Unauthorized Nintendo (WNT eT ee [Tl | 
Super NES Game Strategies order from previot IS 
Sandler and Badgett aoe 1 hig 
The definitive hint book for page and malt to: 
YOpages sess MGMIIGRI CG RROUUGES 
Also Available: 2421 Broadway, Suite 200 


Ultimate Unauthorized Nintendo 9.) 7u ER AY Yet 
Game Strategies, Vol. 1 
Sandler and Badgett $9.95 


Uy Call: 41§-330-4PRO 
Ultimate Unauthorized Nintendo Wy (LN 7/1/21 game or subscription 


Game Strategies, Vol. 2 

Sandler and Badgett $9.95 
Ultimate Unauthonzed Nintendo 
Game Strategies, Vol. 3 

Sandler and Badgett $9.95 


information available at this 
number) 


Fax Orders 10: 415-493-6054 
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3) PROTIP: Purchase the Super Bom 
per Bomb 
iphone ‘Ss Bomb Shop and use it 
Link to the Past, Ganon your Wood on the pyramid, Now, toss 
€n Arrows into the pond to 
casts a shadow on the eam the Silver Arrows. Do the sa 
Golden Land. Will Hyrule fall to the dark = with your sword to upgrade to the Gold- 
side? Not if you guide Link to victory and © Sword. 
reclaim the Triforce in a thrilling Game- 


Busters finale. 


The Lege 
. <q 
if ella 


i JsinR fro 
fhe Past 














Avoid his tridents, th 
| on your blade. Watch out! He warps 















‘ SAP aS — 
= wee +. <P oe 
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HES You. Light the torc} 
with your Fire Rod to hs him visi 
then shoot Ganon wits Si visible, 


Several volleys will do him in! 









ay 


1) PROTIP: Wicked 


resides atop Ganon’s tower, This tj 
around, he’s triple trouble. Pine 


fireballs with your sword and ai 
light-colored wizard. aim for the 









amuse cRpaees 
= ee 














| ! — e g = eiensuss 5s 
= i sort ae 
2Eeee ee mel ee its former glory. At last, 
7. ———————— — . the Golden Land to its Torn” : e 
2) After suffering a second — irr 6) Link holds the Hang Sa praahhoes and our hero and heroine ride off into th 
; inner being - te is banished from 
reveals his true inner Ganon is 
Ganondorf Dragmire. SNES sunset. 
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By Boss Music 


Be careful where you 
; be Tully. The 
: ams Famil | 
oth Cea Of traps that tide 
ne r€asure-hunter puree! B ‘ 
—— bi reached the infamo : 

» SO Its do or fry time : 













OTIP: Gomez USES his rapier-sharp 
sword and wit to guard the vault. 


Strike when he raises his blade and 


run for your life when he leaps over 


you. Feel free to grab some jewels in 
the heat of combat. 











ae 











; P , , : ae ; m 
2 ie S$ 4 good Thing you're pre- 
r more close €ncotinters of the 


appendage kind, L 
- : Lap Over the air- 
me knives and naif that paras 


ha : : 
ws Thing, with your umbrella, 
























1) PROTIP: Unc Fester’s still woozy from 
his slip-up in the Mausoleum. To 
knock him back to his senses, face 
away from him, then spin on your 
heels and slash your sword as he 
steps within range. He'll cry Uncle. 













oe Ore tra : 

Whi Ps and dead 

the boom ea umbrella and shoot 
merang’s direction, Yous ei 













































eliminate the offscreen throw 
- er, . 
: 6) Tully’s earned his keep in the Addams’ many eyes, so the gruesome group ditches the 
lly weird game! 





joint to catch some rays on the beach. A weird ending for an equa 
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Challenge : the ProScores! 


When you achieve your best score on any Nintendo, 
__| SNES, Sega, Genesis, TurboGrafx-16, Atari (7800 or 
| XE), Game Boy, or Lynx game, you may submit your 
score by sending us a photo of the screen. If you 
have the highest score, your name will appear in our 
next issue of SWAT. Also, in each issue of SWAT a 
drawing will be held from all high scorer’s entries, 
one in each area. The winners will receive a T-shirt. 
For best photo results, turn out the lights in 
the room, use a 35mm camera, a flash, and 
stand at least three to four feet from the screen. 





_| You can also use a video recorder/camcorder 





| Game 


| 720 Degrees 
| 1942 
| 1943 
Abadox 
A Boy and His Blob 
| Addams Family 
Adventure Island 
Alien Syndrome 
Alpha Mission 
Arkanoid 
| Balloon Fight 
| Bard’s Tale 
Battletoads 
Black Bass 
_ | Bowling 
_| Bubble Bobble 
| Bugs Bunny 
Bump ’n Jump 
California Games/ 
Half Pipe 
Chiller 
Contra 
| Cybernoid 
| Dig Dug 
Dig Dug 2 
Donkey Kong 
Donkey Kong Jr. 
Donkey Kong 3 
Double Dragon 
Double Dragon | 
| Dr. Mario 
Duck Hunt 
Duck Tales 
| Flying Dragon 
Fist of the Northstar 
Galaga 
Gauntlet 
Godzilla 
| Golf 
Gradius 
Gyromite 
Hogan’s Alley 
| Ice Climber 

















Player 


Conrad D. Cheslock 
Jason Wu 

Donald E. Vasquez 
Jason Turka 
Jason Turka 
Stephen Krogman 
Steve Pavlina 
Jason Bleistein 
Michael Suggs 
Stephen Krogman 
Tony Shivley 

Brian Gilkes 

Chris Mamitag 
David Wright 

Cary Bell 

Gerard Agbulos 
Michael Gaddis 
Greg Shill 

Matt McGrath 


Alex Childress 
Dan Kennedy 
Brian Davis 
Stephen Krogman 
Charlie Kimble 
Stephen Krogman 
Michael LeJuez 
Buzz Morgan 
Miles Hardison 
David Wright 
Stephen Krogman 
Dwayne Julius 
Jeff Adkins 

Bobby Miller 

Jake McKee 
Michael Valenzuela 
Paul M. Davis 
Paulo Wageck 
Stephen Dent 
Scott Lindsey 
Steve Menton 
Steven Faust 
Steven Faust 


Score 


365,400 
138,400 
2,621,400 
377,790 
157,015 
1,034,200 
613,320 
204,500 
425,000 
999,990 
991,250 
Finished 
999,999 
25 Ibs. 
240 pts 
2,071,390 
132,500 
126,840 
24,445 


1,307,100 
6,553,500 
61,220 
250,000 
415,100 
185,000 
438,400 
744,000 
527,760 
650,000 
9,999, 8000 
4,516,800 
30,962,00 
77,748 
1,581,400 
999 300 
3,999 
10,256,680 
18 under par 
3,652,000 
727,240 
983,500 
428,980 





and submit your score on video tape. 


and tapes cannot be returned.) 


The following rules apply: 


1) Players must play the game continuously. For 
example, finding a safe corner, setting your joy- 
stick on auto fire to rack up points, and going on 
vacation is a no-no. Scores achieved through 
these kinds of tricks, or scores which are impossi- 
ble to achieve in normal play, will be disqualified. 


2) Secret power-ups are allowed. 


3) Slow motion is discouraged, but will be 
allowed on certain games where our panel of 
judges feel slo-mo is necessary. 












Photos 





Game Player score 
lron Tank Ed Van-Tilburg 1,180,900 
Jackal Cory Lewis 999,670 
John Elway’s Nicholas Malandrakis 109-0 
Quarterback 
Joust Tony Grouzis 124,880 
Karate Champ Adam Albert 999 900 
Karate Kid Peter Boadry 597,200 
Kickle Cubicle Stephen Krogman 11,111,100 
Kid Icarus Richard C. Green 9,999,999 
Kid Niki Sam Wu 557,700 
Klax James Kalyn 3,435,800 
Kung Fu Heroes Michael Liebel 1,754,500 
Kung Fu Master E. Charbonneau 580,210 
Last Battle James O’Brien 133,000 
Legend of Kage Marques Olivera 7,136,940 
Legendary Wings Conrad Cheslock 2,068,600 
Life Force Blair Vanstone 1,216,240 
Little Mermaid Misty Kazimer Finished 
Mach Riders Steve Menton 448 860 
Marble Madness James Chisholm 153,600 
Mega Man Steven Barnholtz 2,362,500 
Mega Man 4 Patrick McCarren Finished 
Mighty BombJack —- The Game Freak 13,008,920 
Millipede Stephen Krogman 663,339 
Monster Party Nicholas Rohrbaugh 209,800 
Ms. Pac Man Mark Carlston 228,150 
NARC Darrin Blazak 1,236,000 
Operation Wolf Chris Spencer 1,172,800 
Pac-Man Joel Eades 341,320 
Palamedes Stephen Krogman 719,900 
Paperboy Glenn Stockwell 191,300 
Pinball Melissa Finch 947,720 
Pinbot Mike Camber 47,297,990 
Pipe Dream Dan Schillinger 1,986,650 
Popeye Jason Turka 57,410 
P.O.W. Robert Orapallo 339,600 
R.C. Pro Am Ricardo Rodrigues 323,393 
Rad Racer Glenn Stockwell 61,296 
Rampage Stephen Krogman 42,999,963 
Renegade Jason Turka 276,550 
Roadblasters Shawn McTaggart 993,727 
RoboCop Mark Buchholz 277,340 
Robo Warrior Stephen Drogman 9,999,900 
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4) Non-scoring games that you win by “finishing” 
require the same proof as scoring games. 


“Finish”- scores will only appear once in our 
magazine’s Pro Scores. 

Please mail in your super score proof, and 
print on a piece of paper your name, address, 
phone number, name of game, game system, 
score achieved, and mail to: 


GAMEPRO Magazine 


ProScores 


P.O. Box 3329 
Redwood City, CA 94064 





Game Player score 
Rock ’n Ball R. Wayne Nitta 99,252,030 
Rollerball Fred Stallis 9,809,230 
Rolling Thunder E. Charbonneau 179,350 
Rush ’n Attack John Orr 1,182,600 
Section Z John J. Whittington 440,580 
Shinobi Justin Lee 800,300 
Shooting Range Ray Venosdale 99,990 
Party Game 
The Simpsons: Christopher Wall 97,350 
Bart vs. The Space Mutants 
Sky Kid Todd A.Barber 367,500 
Sky Shark Bob Ostrovecky 874,700 
Snow Brothers Stephen Krogman 1,331,100 
Solomon’s Key Jeff Adkins 17,095,550 
Spelunker Jeff Adkins 9,999,820 
Squoon Glen Stockwell 12,012,210 
Star Force Jonathan Henry 6,443,900 
Star Soldier Keyy McKenzie 6,090,000 
Stinger John Whittington 3,318,800 
Super Pitfall Glenn Stockwell 9,999,500 
Skate or Die Teddy Meadows 127,300 
Super Sprint Matthew Rutter 276,550 
Tetris Matt Tabak 490,086 
Teenage Mutant Chris Hoffman 2,184,100 
Ninja Turtles 
TMNT: Charles Hart 1,457 
The Arcade Game 
Tiger Heli Blair Tuck 381,310 
Toobin’ John Cicpiela 1,586,350 
Top Gun Wayne James 91,600 
Total Recall Brain Stark 999,810 
Town & Country Ricardo Rodrigues 309,390 
Surf Design 
Track and Field Miles Hardison 1,193,099 
Trojan Rex Cottingham 456,150 
Twin Cobra Ryan Culton 581,000 
Wall Street Kid Keith Ricker Finished 
Werewolf Edouard Charbonneau 999,900 
Wings Conrad D. Cheslock 1,016,000 
Wizards & Warriors || Stephen Krogman 11,000,394 
lronsword 
World Runner Adam Kline 669,650 
Wrecking Crew Jason T. 999,900 
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Calif. Games/Skating 
Calif. Games/Surfing 


Captain Silver 
Choplifter 
Cloud Master 
Dead Angle 
Double Dragon 
Enduro Racer 
Fantasy Zone || 
GangsterTown 
Ghost House 
Global Defense 
Hang On 
Kenseiden 
Kung Fu Kid 
Maze Hunter 3-D 


Missile Defense 3-D 


My Hero 
OutRun 

Parlor Games 
Poseidon Wars 
Power Strike 
Pro Wrestling 
Quartet 

R-Type 

Rambo 

Rambo III 
Rampage 
Rastan 

Rescue Mission 
Safari Hunt 
Shinobi 
Shooting Gallery 
Space Harrier 
Space Harrier 3-D 
Super Monaco GP 
The Ninja 
Thunderblade 
Time Soldiers 


Game Player 
Zanac Dave Hanych 
SEGA MASTER SYSTEM 
Game Player 

Action Fighter David Rapport 

| After Burner C. Long 

| Alex Kidd/Lost Stars Derek Bolinger 

| Alien Syndrome Gram Crowe 
Altered Beast Peter Maksym 
Astro Warrior Gerald E. Shepard Jr. 
Aztec Adventure DeAngelo Price 
Black Belt John Polizzi 
Bomber Raid Daniel Montiero 
Calif. Games/BMX Julien Carrasco 
Calif. Games/ Jonathon Mason 

| Foot Bag 

1 Calif. Games/ Phillipe Takla 

Half Pipe 


Julian Carrasco 
Roger Moorefield 
Jacoby Lucien 
Wayne Frick 

Tim Price 

David Rapport 
Reginald Stewart 
Brian Dear 
Jacoby Lucien 
Andrew Frick 
Chris Janik 

Peter Maksym 
Gus Zambrano 
Mike Jankuski 
John Polizzi 
Jacoby Lucien 
Jacoby Lucien 
André St. Laurent 
Michael J. Andrus 
D. Sonnenberg 
Michael J. Andrus 
Thomas Dreiss 
Jacoby Lucien 
Jacoby Lucien 
Michael Andrus 
Ovidiu Marina 
Jacoby Lucien 
Vijay Parthban 
Brian Gaudreault 
Andrew Frick 

Ric Elias 

Michael Andrus 
Jacoby Lucien 
David Travers 
DeAngelo Price 
C. Lewellyn 
Jacoby Lucien 

T. Alexandre 
Robbie Siegmann 


Score 


36,783,810 


Score 


1,163,550 
18,362,060 
201,500 
804,500 
472,000 
655,900 
87,100 
9,971,700 
1,198,900 
181,000 
120,550 


33,480 


1,910 

8.6 
1,280,000 
3,327,200 
502,700 
259,300 
3,456,930 
5'58'18 
8,973,500 
194,720 
304,400 
63,230 
4,125,080 
999 900 
5,117,800 
302,500 
555,800 
586,590 
48 442,140 
score 200-83 
165,852 
4,657,250 
704,000 
246,600 
1,159,300 
1,445,900 
81,900 
942.735 
2,081,990 
568,600 
1,533,500 
1,568,450 
333,900 
36,035,860 
18,517,740 
W. C. 58 pts. 
2,408,500 
2,701,000 
7,437,700 


Transbot 
Vigilante 
Wanted 


Wonder Boy 
in Monster Land 


Zaxon 
Zillion | 


GENESIS 


Game 


Abrams Battle Tank 


Air Diver 

Altered Beast 
Arnold Palmer Golf 
Arrow Flash 
Batman 

Buster Douglas 


Knockout Boxing 


Columns 
Desert Strike 
Dick Tracy 
DJ Boy 
Gaiares 
Ghostbusters 
Golden Axe || 
Hard Drivin’ 
The Immortal 
Klax 


Mercs 
Mickey Mouse: 


Castle of Illusion 


Moonwalker 
OutRun 

Phelios 

Pit Fighter 
Powerball 

Revenge of Shinobi 
Shadow Dancer 


Alex Kidd 

David Rapport 
Jacoby Lucien 
Dominic Gagnon 


Angus Kendziora 
André St. Laurent 


Player 


James Geiger 
J. Zaremba 
Ken Pescatore 
E. Holowachuk 
James Geiger 
James Geiger 
Shea Lamb 


Heath Dalton 
James Geiger 
Amy Vandale 
Carlo Hizon 
James Geiger 
Parrish Spinoso 
Thomas Funk 
Richard Defino 
James Geiger 
Matt Garland 
Thomas Funk 
James Geiger 
Brian Schulze 


The Nintendo Hater 
James Geiger 

S. Krogman 

Brian DoBauki 
James Geiger 

Carl Rizzo 

Stephen Krogman 


Shining in the DarknessAlex Schram 
Sonic the Hedgehog Jason McCarty 


Space Harrier II Nils Thingvall 
Streets of Rage James Geiger 
Strider Teddy Meadows 
Super Hang On André St. Laurent 
Super Thunder Blade Brian Young 
Techno Cop Parrish Spinosa 
Thunder Force II Kellin Winslow 
Thunder Force III Kellin Winslow 
ToeJam & Ear! James Geiger 
Truxton Zubair Nadem 
Whip Rush Parrish Spinosa 
Wings of Wor Stephen Krogman 
TURBOGRAFX-16 

Game Player 

Alien Crush Barry Bowman 


Blazing Lasers 





Mashall Kwok 
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66,666,660 
70,200 
180,700 
2,304,500 


109, 400 
411,000 


Score 


Finished 
93,352,000 
11,655,100 

37 under Par 

854,520 

Finished 
22,250,080 


99,999,999 
3,216,400 
144,090 
1,836,100 
1,441,975 
12,371,000 
Finished 
1:14:80 
Finished 
1,811,154 
Finished 
1,944,800 
136,300 


569,400 
6,027,990 
99,999,990 
1,827,380 
Finished 
8,285,900 
99,999 990 
Finished 
1,202,170 
31,756,300 
Finished 
327,650 
75,386,620 
11,789,400 
756,000 
5,088,210 
6,706,050 
Finished 
2,255,330 
348,500 
752,970 


Score 


999,999,900 
99,999,999 


Bloody Wolf 
Bonk's Revenge 
Cybercore 
Devil’s Crush 
Fantasy Zone 
Fighting Street 
J.J. & Jeff 
KLAX 
Legendary Axe 
Monster Lair 
Ninja Spirit 
Pac Land 

Side Arms 
Splatterhouse 
Veigues: 


Tactical Gladiator 


Game 
California Games/ 
BMX 


California Games/ 
Footbag 


California Games/ 
Surfing 


California Games/ 
1/2 Pipe 


Gates of Zendocon 


GAME BOY 


Game 


Alleyway 


Revenge of the Gator 


Paperboy 
Tetris 


Game 


ActRaiser 
Darius Twin 
Final Fantasy II 
Final Fight 
Golden Ace 


The Legend of Zelda 


Pit Fighter 
Super Mario World 


Super Smash T.V. 








Ken Shulin 
Randy Green 
Terry & Ken Chu 
William Bowen 
Jonathon Hall 
Michael Campana 
C. Camera 

Randy Green 

Sir Game Master 
Michael Campana 
Jason Wong 
Barry Sikora 
Chris Nygaard 
Rick Salverson 
Michael Campana 


Player 


Clint Harvey 
Clint Harvey 


Travis Hawthorne 
Clint Harvey 


Clint Harvey 


Darren Krolewski 


Player 


Darsi Rash 

R. Middleton 
Kevin Adams 
Brad Davenport 


Player 


Michael Demko 
Eric Longdin 
Joseph Anonuevo 
Miles Hardison 
James Geiger 
Alex Schram 
Carlton Barnes 
Joseph Anonuevo 
James Geiger 
Stephen Krogman 





2,348,300 
217,350 
9,999,900 
999,999,990 
25,813,800 
264,400 
10,175,650 
3,203,720 
1,067,400 
128,130 
64,617,300 
1,051,740 
867,000 
228,600 
9,788,300 


Score 
802 


6,018 


4,900 
8,965 


27,986 


9,154,900 


Score 


10,322 
4,491,960 
28,450 
461,427 


Score 


4,240 
3,476,200 
Finished 
3,492,873 
Finished 
Finished 
1,777,510 
Finished 
Finished 
47,778,925 
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George Foreman Boxing 





| ET 
m6 





everyone , 
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Magic Sword 
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Amazing Spiderman Teenage Mutant Ninja Turtles III King Salmon 
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Act Raiser 
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Leaderboard Golf Where in Time is Out Of This World Pit Fighter Rival Turf Darius Twin 
Carmen SanDiego? 


©1992 Sears, Roebuck and Co. FunTronics in most larger Sears stores. 
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Paperboy 2 (NES) 
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Mystical Ninja 


We { } fc ’ 
ice Ni f re 


Sesame Street Countdown 
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Overnight, itseems, there’ 


Re. 





a place Rirsitien games like no other. It’s called FunTronics, 
the new game department at Sears. 
FunTronics is designed to have all the games youre 
looking for in stock. Incredible 16-bit games. By the dozens. 
Ithas both Sega Genesis and Super Nintendo Entertain- 


ment Systems. Along with Game Boy, Game Gear and every 





>. “2 


eg * ss 


accessory you could imagine. 


Not to mention the game stations where youre invited to 


get the feel of the hottest games available. 


So come to FunTronics. The one place vou can figure on 


having exactly what youre looking for. 





Limit one coupon per customer and per purchase. Coupon not transferable, and may not 
be used with other coupons. May not be used as payment on SearsCharge or Discover 
Card account. Retail purchases only. Void where prohibited. Cash value 1/20 cent. Good 
through August 31, 1992. Salesperson instructions: use bar code to enter coupon. 
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Babs was about to get her Big Break in this all 
new adventure for Game Boy,° until Montana 
Max put her career on 
the ropes. Now you must 
join Buster, Plucky and 
Hamton to help save her 
dreams of stardom. 
on’ Tr bop. spin and fly through 
four toony levels packed with 
amazing cartoon-like graphics, 
including the Pipsqueak Pipe Maze and Groovy Train. 
You'll also power-up with attack carrots, pineapples and 
watermelons. Score big 
points in the Montana Mash 
subgame. And team up 
with Dizzy Devil, Furrball 
and other wacky characters in the most 
hare brained 
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ever conceived. 












